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HOW to 


and Start Playing 


„,liKi ' ] V ' follow tlie onscreen instructions. If your Autumn is not 
tnabletl. click on ihe icon represeniinf? your CD-ROM Drive unrler 'Mv 

SSrITn pI?“ ".“'.'’"S' "< "* «1 Mduft M.e S£ Tpind 

ALTORLN.EXE and double click to launch in install application. 


After insutUinfi the game, other options will be available on the launching menu: 


that ccLd nr? he , h Contains last minute information and changes 

that could not be printed in this manual. Please lake the time to view the Readme 
file If you are having any problems with this product. """ 

voM register Baldur's (fate with Black Isle Studios 

and gam^pmmoS^^'''*'*'^ 

Exit will close the Iciunch window. 


wiih R^ia products have been included 

R<;w ZnTte,;'' m- f„ ctesenp,.,,™. a.*, ln.„“S‘s on 

,h 7'^^ hotkeys used while playing Baldur's Gate can be mexlified usino 

assiSSnl 'ht- new hotkey^ 

Play After you have everything set. click on the Play button to begin olavinc 
Mm viewing the logo and intrcxluction movies, select "Single Played and "New 


I«i7c,f.a7 BalduGs Gate application from the Black 

Isle Studios program group in your start menu. 

Uninstall When yoiiVe ready, the Uniastall option will clean up evervthini? excem 
y )ur j^ved games which you can save for use with the Baldur's Gate: Tales of the 
Sword Coast expansion or with Baldur's Gate II. 
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HOW to get help 

jslORTI I AMERICAN CUSTOMER SERVICE INFOI^XTION 
tIiLs information is only valid in North Arrterica. 

•technic .Al- SUPR)RT TROIJI^IJZSHOOTING DCX:UMEJMTS ONUNE! 

interpla>’ Entertainment Cor|). Tedmical Supi^on now offers troublesh(X)ting guides with comfMete 
jfistalUition and setup instmetions as well as infomiation that will help you overcome the most 
^.QPnnifJO difficulties. If you fiave access to the World Wide Web. you can fiPKl these at: 

WWW. Interi)la>'. com/sup|X)rt/ 

Here you will find troubleshcx)ting Information on as well as infonnation on regular system 
jnaintenant f and perfomiance. 

DireetX wavw. inter|>lay. com/su|3fX)ri/directx/ 

joyst icks www. inteq jlay. com/sup|X)rt/joysticK/ 

Modems and Networks www.inten jlciy.com/sui>iX)rt/modem/ 

(por game-SiXH itic infomiation and additional troublesht Kiting, visit our main |iage at 
vvww.interiilay.com) 

If you have questions alxiut the program, our TechniCcil Sufiport Dejxirtment can helji. Our web site 
contains up-to-date information on the most common difficulties with our products, and this 
information is the scime as that used by (xir pnxlua supixirt technicians. We keep the product supixin 
pages ufxlated on a rc'gular basis, so please check here first for no wait solutions: 

www.inten^lay.com/supixxi/ 

If you ctre unable to find the information you need on our web site, plea.se feel free to contaert 
Teclmit al Su|)|X)n via e-mail, phone, fax. or letter, l^lease lx* sure to include the following Information 
in ytxir e-mail messcige. fax. or letter: 

Title of Game 
Comput(*r manufacturer 

* Operating system (Windows 95. Windows NT. Windows 98. etc.) 

CPL’ ty|x* and speed In MHz 
Amount of f^\M 

Sound card tyjx* and settings (address. IRQ. DMA) 

Video card 
CD-ROM 

Mouse driver and version 
Joystick and game card (if any) 

A copy of CONFIG.SYS and AUTOEXEC.BAT files fnxTi your hard drive 
A description of the prolilem you’re having 

If you net'd to talk to someone immediately', call us at (949) 553-6(378 Mondriy througlt Thursday 
between 8:OOAM-5:45PM and Friday 9:CX)AM-4:45PM. Pitcific Standard Time with 24 hours. 7 days a 
week supiKin availal^le through the use of our automated wizard. PlccLse have the alxive information 
ready when you call. Tills will help us answer your ciuestion in the shortest possible time. When you 
call you will initially' lx conneded with our automated wizard. Fdr itifonnation pertaining to your 
Sfxcirx title, press " 1” on the main menu and listen carefully to ciU prompts. After ycxj have selected 
your title, the most common diffic'ulties will be listed. If the diffiojlty you are having is not listed or you 
need acklitloncil assistance, you may prt^ "O" on your gcimes main menu, and you will lx 
transferrc‘( I to a Technical Supixrt Representative. No hints or codes are availalile from this line. 
Interiilay offers a HINT Une for liints. tips, or ctxies at 1 -9CX)-370-Pl-AY ( 1 -9fX3-45 1 -6869 $ 1 .25 In 
Canadi> only). You must lx 18 years -t-. Iiave a tcxch-tone phone, and the cost is $0,95 per minute. 
Please keei) in mind not all game will have hints and tips on our hint line. 

Intenilay Entertciinment Corp. Sufiport Fax: (949) 252-2820 

Interplay' Bitertainment Coni. Technical Suiiixirt 

I (38 1 5 Vbn Keirman AN'enue 

Irvine. CA 92606 

HOW TO REACH US ONLINE 

INTERNET E-MAIL: supfxrt@lntenilay.com 

WORIX) WIDE WEB: w^vw.inten>lay.com 

FrP: ftp.interplay.com 
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Character Generation 
in Baldur's Gate 

££\ you are in the character 
■ ■ ■ creation section follow tlie steps 
below: at any jxtini in the process 
you may press "Cancel" and wiU be 
prompted if you wish to return to the 
main game screen. To go back during 
character creation press the up arrow at 
tlie bottom left of the screen. 


GENDER 



InH flecided first. You can select either male or female, 

and once selected press the "Done" button (as on every page). 


Females of the Realms can excel in any area they wish, and are easily the 
epuals of their male counterjoarts iti every skill or respect. 


Males of tf^ Realms can excel in whatever profes.sion they choose, whether 
wizardry, thievery, or the arts of war. 


APPEARANCE: Portrait Selection 

Select a |)ortrait for your character. 

inst'^a^on^C^^ pobraii. check the instmctions in the Read Me file on the 


RACE 

of your character. There are six available character races. Choose 
between human, dwarf, elf. gnome, halfing, or half-elf. 

Descriptions of each race are given in the area lx;neath the selection boxes. 

CLASS 

Iliif combinatiotis that are available to the race vou have chosen 

will be highlighted. Choose the class that you want from the list. 

‘h heneath the selection boxes. 

Mu ticlasscd characters are available to noti-humans only and share the traits and 

characters start their adventuring life as one class and then later switch 
to a different class. When the character chooses to switch class, the abilities of the 

until the character surfjasses the level of their forrner 
class with the level of their new class. At thus time, the abilities of botli c lasses are 

fi^rmef character can never advance further in the 

former cla-ss. Only humans can be dual classed characters. 

ABILITY SCORES 

^ screen with the abilities the computer has randomly determined for 
your ^hdweter (calculated as if you rolled tfiree 6-sided dice for each ability, 

Rusted f()r character race). Any class minimums will be automatically selected for 
r-h abilities that were too Icjw (i.e. if the character needs a 1 7 

charisma to te a paladin, and the computer rolled a 12. then the character will 
receive 1 7). You can subtract points from an ability to add to another: however. 

(5afo 
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vou cannot take points away from an ability if it will lower the ctl)ility below racial or 
clas*^ minimuiTis. Each ability will have a caption describing it. Reroli your abilities 
as many times as you like until you reach a combination you are happy with. 

^ignments 

The player has a choice of alignmetits according to his class and race. Each 
aligtwent will have a caption describing it in detail. Your alignment determines how 
your character interacts with his environment. Read over each carefully before 
choosing. If you stray severely from your alignment during the course of the game, 
ihere will be consequences - you may even suffer loss of some of your abilities! 

proficiencies 

All characters receive weapon proficiencies. There will be a list of proficiencies 
available to the chciracter, and each proficiency will have a caption describing it. A 
character can often wield a wea|)on which they lack a proficiency' for, but they will 
incur a *l penalty on all rolls with that weapon. Fighters, paladins, and rangers can 
become' even more skilled with weapons by adding a second dot to any 
proficiency . This will give them an added bonus to their attack rolls and to the 
dcimage they inflict. No starting character may have more than two dots allocated 
to any proficiency. 

THIEF ABILITIES 

If your charcteter is a thief, or a multiclassed character with thief abilities, you will 
allocate ability points to thief abilities. The thief hets 30 points to allocate at first 
level, and 20 points every level thereafter. Available skills are Thieving, Oj^en 
Locks, Find Traps, and Stealth (Move Silently/ Hide in Shadows). Each ability has 
a caption describing it. 

SPELLS 

If your character is a wizard you will see a screen where you can choose l st-ievel 
wizard spells. These are spells the character will start the game with. Eiach spell 
has a caption describing it. 

RACIAL ENEMY 

Rangers will chc^ose a racial enemy. The ranger will receive bonuses when fighting 
creatures of this type. Choose between carrion crawler, ettercap. ghoul, gibberling, 
gnoll. hobgoblin, kobold. ogre, skeleton, and spider. 

appearance 

You will be shown a model of your character. You can modify the colors of your 
hair. skin, major clothing color, and minor clothing color. You will be able to modify 
your major and minor clothing colors in your inventory page after the adventure 
has begun. Click on the box showing the current color to bring up a selection box 
With other color choices for each category. 

Name 

Last of all. you need to name your character. Click on the text box or start typing 
your name. When done, hit ’’Enter” or click on "Done". 

finishing your CHARACTER 

Once you have completed all of the above steps, click "Accept" in the lower right or 
click on the up arrow at the bottom left to erase and reenter the most recently 
entered data field. 




7 




interlace Overview 


How to Play Baldur's Gate 


B aldur's Gate is a flin game and there are many facets to its interface. Tfiese 
beKic*TOniSls'° Playing the game easier once you have tnastered the 


Tills section ciescrit^s the different parts of the interface, including all windows and 
buttons, and discusses tiow each is controlled and its purjiose. Most of the 
features are self-evident when you play, so you can cither read ihLs section after 
you hcive explored a bit in the game, or Ixifore you start 


Mouse Buttons and Control 

L-click: Action 

p^jccts a character or selects a portrait (if a character or group was selectt'd 

before, this cfiaracter or group is unselected and the new character is selected 
instead). 

^ If the SI III n' key is held down while L-ciicking on various characters on the field 
or on the portraits, multiple' characters cire selected. 

^ If the CONTROL key is held down while L-ciicking on unselected charcicters. tht' 
characters will be added to the current character selection. 

Double click on a portrait centers the view on that character. 

Pushes Ixmons - selects action for the chariicter: guard, talk, attack (click on 
vveaponi.etc. 

Casts spt'lls and uses items once they have been selected. 

# On terrain, walks selected character(s) to targeted location (note; use R-click to 
move in fomiatioti mode). 

^ L-ciick and drag on terrain or portraits - selects multiple characters (creates 
draggable selection box). 

# Picks up items with current selected character(s). If more than one character 

thtMtem^^ ' "leader") walks over to and picks up 

^ L-click and drag on a (xirtrail moves that iiortrait in the group order - inserts into 
space between characters you move portrait to. 

On the ckx:k pciuses and unpauses the game. 

R-click: Information, Cancel Actions, and Formation 
Movement control 

^ On a portrait brings up that character's Inventoiy' Screen. 

On an item or spell on main game area brings up the appropriate Item or Spell 
properties screen. 

Cancels current actions - cancels attacks or spell casting. 

^ On a monster or non-player character (NPC) or after clicking on a selected 
charcter plays selec'tion sound for that character or monster. 

% On teTOin • selected character walks there in fomiation mode (R click and hold, 
and drag, rotates the formatioti if more than one character is selected). 

On Quick Weapons. Quick Siiells, Quick Items, and Grou|i Formations slots 
allows for the configuration of the slot type. After R-clicking. the current options 
for that cjuic k slot will appear. You can select one for the slot by L-clicking on it. 
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IViouse movement: Moves Viewport 

"pic main game area will scroll up. down, left or riglit if you move the mouse to the 
edge of the screen, either in windowed or full screen mode. This also occurs if 
you use the numl:)er pad arrow keys. 


The Main Interface: where the game is played 


liFTMENU 
BUnONS: y 
Game Screen 



Character-^^ 
Record ^ 

Mage Spell 
Book yf 

Priest Spell 
Scroll yT 

Options^ 

Clock ► 



Al On/Off 
Select All 


Main Game Area 


Help Wizard Tool Tip 


Dialogue Window 


Bottom Menu Buttons 


RIGHT MENU 
BUnONS: 

^Character 

Portraits 


The Main Gcime Area 

L-click selects characters; also, a L-click and Shift or L-click and f;irl 
combination will select or select/deselect multiple characters: also, a click and 
drag on the main game area causes a box to be drawn and any character 
inside will be selected (this may be used with the Shift key add to the selected 
characters, or Ctrl, to remove charcicters). 

L-tiick does actions (see buttons, above), by the selected character(s). 

R-click cancels an action and aLso does formation rotation and movement when 
a group is selected. 

Note that the cursor changes when moved over objects or characters or NPC’s 
to indicate the default action. The default action mode can be changed by L- 
clicking on the buttons at the bottom of the screen. 


Action Cursors 


Select: Indicates that you can 
select the character 



Travel: Indicates that if you move 
here you will leave the current map 


Move: Indicates that the action 
mode is movement 


Doors: Indicates that you will 
open/ciose the highlighted door 



Blocked Location: Indicates that 
no movement is possible 



Enter: Indicates walking througli an 
entry or hall way if a door Ls not 
higlilighted 


Gate 
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Remove Trap: Indicates you can 
atfemt)t to remove a traj) with 
your thief 



Stairs: Allows yoit to go 
up/down staircases 


Pick up Item: Allows you to pick 
up an item 


Attack: Indicates that the 
individucil or group action mode 
is attack 



Locked: IndiCcttes a chest or 
door that is locked and which 
you can attempt to unlock, 
either by hitting it or picking the 
lock with a thief, depending on 
who is currently selected 




Pickpocket: Indicates you can 
attempt to steal from the selected 
character or creature 



Spell: Indicates that you are going 
to cast a s|)ell 


Note on cursors: If a given cursor is selected it may be changed by clicking on a 
different action button or by hitting "ESC" or by L clicking an area wLre the^cursor 
has no effect (e g. a non-object or the interface border). Casting spells is cancelled 

The Fog of War; Characters see a certain distance away from them using a direct 
ne of sight. This means that they cannot see around a building until th^y r^oveli 
the corner, and that they cannot see through weills. ^ 


Botlom Menu Buttons 

Sc?" 


2 Action Buttons (FI-F2 hotkeys) 
The two leftmost buttons: 


kH f^o*ec's either an area or another character. If this mode is 

■■ selected, the desired ground area is L-clicked. and then the cursor is 

will appear; this rei)resents the area that will be guarded The 
vvill move freely within this area but will not leave it. Hc> will respond to 
«uard/protect area until moved somewhere else or 
It told to guard/protect another area. If a character is selected to be^otecSd the 

attacked. If the Guard/Protect mode is chosen but the cursor is not L-clicked and 
rJSd to LtaS.'^'*'' s*«'‘«nar>' and will not move, though he will 





o 




5 character Buttons (F3-F7) 

of middle five buttons per class: 


Class 

Slot 1 (F3) 

S!ot2(F4) 

S!ot3(FS) 

S!ot4 (F6) 

S!otS(F7) 

Rghter 

IQI Quick Weapon 1 

D 

Quick Weapon 2 

a 

Quick Weapon 3 

|K| Quick Weapon 4 


PaUdin 

Quick Weapon 1 

m 

Quick weapon 2 

a 

Quick Weapon 3 

IE8I Turn Undead 

Cast Spe!! 

Ranger 

Quick Weapon 1 

D 

Quick weapon 2 

a 

Quick weapon 3 

@ Stealth 

Q Cast Spell 

Wizard 

Quick Weapon 1 


Quick Spei! 

m 

Quick Spei! 

^ QuidiS|Kll 

Cast Spe!! 

Qeric 

pjj Quick Weapon 1 

a 

Turn Undead 

a 

Quick Spei! 

^ Quick Sptll 

Qcast Spell 

Druid 

Quick Weapon 1 

a 

Quick Weapon 2 

m 

Quick Spei! 

^ Quick S|)tll 

BS Cast Spell 

Bard 

Quick Weapon 1 

Ei 

Bard Song 

a 

Thieving 

^ Quick Spdl 

Cast Spell 

Thief 

Quick Weapon 1 

a 

Quick Weapon 2 

m 

Rnd Traps 

Thieving 

||^ Stealth 

Rghter/Thief 

m Quick Weapon 1 

a 

Quick Weapon 2 

a 

Rnd Traps 

Q Thieving 

PH Stealth 

Rghter/Cleric 

im Quick Weapon 1 

a 

Quick Weapon 2 

a 

Turn Undead 

m Quick Spell 

Q Cast Spell 

Rghter/Wizard 

Quick Weapon 1 

a 

Quick Weapon 2 

m 

Quick Spei! 

^ Quick Spell 

Cast Spell 

Wizard/Thief 

Quick Weapon! 

a 

Rnd Traps 


Thieving 

^ Stealth 

Cast Spell 

Qeric/Wizard 

Quick Weapon! 

a 

Turn Undead 

m 

Quick Spei! 

Quick Spei! 

Bj Cast Spell 

Cleric/Thief 

Pgj Quick Weapon! 

m 

Rnd Traps 


Thieving 

Stealth 

UQ Cast Spell 

Rghter/Druid 

Quick Weapon ! 

a 

Quick Weapon 2 

m 

Quick Spei! 

EE O^i^Tpell 

IQ Cast Spell 

Cleric/Ranger 

Quick Weapon ! 

a 

Turn Undead 

a 

Steaith 

^ Quick Spell 

BS Cast Spell 

Rehter/Wizard/ 

Cleric 

Quick Weapon! 

a 

Quick Weapon 2 

a 

Turn Undead 

Quick Spell 

gj Cast Spell 

Rghter/Wizard/ 

TlSef 

Quick Weapon! 

m 

Rnd Traps 


Thieving 

Stealth 

^ Cast Spell 


gg Quick Weapon: These slots correspond to the quick weapon slots on the 
li^ inventor\ page. Load a weapon into these slots (R-click to choose that 
weapon) and it will appear in the relevant slots here. 


Find Traps: This is a mode that thieves can choose. If an action other than 
movement is selected for that character, this mode ends. 

Thieving: This includes pick pockets, open locks, and remove tra[)s, 
depending on the target chosen. 

Stealth: This is a blend of move silently and hide in shadows. Thieves can 
choose this mode, and if successful they become nigh-invisible. The next 
attack of the thief, if successful, is a bcickstab. and this will cause either double, 
triple, or quadru|)le ciamage depending on the level of the thief. Moving into the 
or launching an attack can cause the hide to fail. 


I5alc>ur^’s (^at.e 
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11 ^ Tu'"" L'ndcad: This is a mcKle that clerics can choose (the cleric (jersisis in 
*?«• turning undead until an action other than movement is selected). Clerics in ihLs 
mode will aitemiJi to turn undead creatures (if successful the undead mn awav for a 
time, or may he destroyed if the cleric is (towerful enough). Evil clerics using this 
ability may actually be aJjle to gain control over some undead creatures. 

Cast Spells: This is possible by clerics and wizards. It ixills up the memorized 
tills li;^*^*^ cleric or wizard and the cleric or wizard can cast a .spell from 

^ Quick Spells: These are configured by R cUcking on the Quick S|)ell slot ■ this 
■M brings up a list of all currently memorizetl speUs. Once configured the speU is 
ready for use at the ))ush of the a|ipro|)riaie button or by L-clicking on that slot. 

jra Bard Song: This is possible by Bards - the bard character will begin playing a 
th 1 ^citil any action other than movement is selected for 

that liard. While the song is playing, the party morale and luck is higher. (Luck 
decrecises attack rolls and damage caused by enemies). 


4 It em buttons (F8- 1 1 ) 

jn Use Item: If L-clicked. allows you to use any item you hold in your personal 
inventory quick item slots or items with usable pro|X5rties that you are wearing. 


^ may ready any item in the laersoiicil inventory for quick 

IKJ use by B clicktng on any of these three slots and selecting from all items held 
I^sona ly to configure that slot (much as ,x.r Use Item). This is imalogot.rto the 
u^e of quiL k spells. It an item is used up or droiiiied or traded it must be 
remtived from the quick item slot(s). If using an item causes a spell to be cast 
which must tie used on a character or monster or terrain, the cursor will change 

accordingly and you must L-click on the target to use the item. R-clicking will 
cancel use. ^ 


Weapons with magical powers can have their magic powers configured in the 
quick Items slots, but not the quick weatxins slots (only weaixins with physical 
attacks go into the cjuick weajxin slots). ^ ^ 


Special Abilities button (FI 2) 

Your characters may develop additioncil special abilities over the course of the game. 

El ‘Characters wiih special abilities (e.g. special abilities for certain 

« character classes or any stxicial abilities that are gained by your characters 
unrig the course of the game), it you click on this button it brings up a page of 
six'cial abilities for that character. ' ^ 


Lay Hands: This is po.ssible by l^aladins. They summon magical healing 
energies upon a target of their choice, and heal 2 hp tx>r level once per day. 


Shapechange: This is possible by higli level daiids (level 7). 
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There are 9 Group Bottom Buttons: 

Xlicsc come up when you have more than one character selected: 


Guard/Protecl, Dialogue, and Attack are analogous to the buttons for a single 
selected character. 



Stop: Halts all current party actions. 


Fomiation buttons: Formations form in the same 
order as top down on the character portraits bcir (top 
character is #l in formation, and down the list). If less than six characters are 
selected, they will form up to the number of characters selected, filling in the first, 
second, third, etc. formation slots until done. Formation movement is 
accomplished by R-clicking and holding (for rotation of the formation), or L-ciicking. 
both only when a group is selected. 


Quick formations wt^rk analogously to quick spells, quick weat^ons or quick items. 
They allow for real-time tactical combat: loull your mage into the middle of your 
party, or advance your fighters to the front ciuickly by using the formations. The 
quick forenaiion slots are configured via a R-click which brings up all availcible 
formations: L-click selects one as the fomnation for that quick formation slot. L-click 
subsequently' on that button selects the current party formation. Movement into 
formations is then achieved by L.-ciicking the terrain in the game, or by R-clicking 
and holding, to rotate the formation. 


Right Menu Buttons 

Select All: Selects or unselects all six characters 


A! on/off: This turns the A1 on/off for a given character or number of 
characters. Tfiis will mean that characters with A1 turned off will not react to 
anything in the environment unless manucilly controlled. They will not move or 
otherwise do anything unless dictated by their unmodifiable section of script (the 
portion that players cire unable to change, representing the jiersonality of that 
character). 

BPIPI Rest: From many of the interface screens, a Rest buttc^n will be available in 
■MNE place of the Select All and Al On/Off buttons. When you select Rest and 
confimi. time will pass in the getme, and your characters will heal and regain their 
spells. 

Character Portraits: The character portraits select that character if L-clicked 
upon: if R-clicked upon they bring uf) the inventory page for that character. 
Note that if you R-click on a portrait when the game is paused, it will unpause 
the game! This is intentional, and is designed to show the effects of attempting to 
change eciuipment in the middle of a battle - your characters will likely be hit unless 
you change equipment when not in combat! 


Note on Character Portraits: The colors of the character portraits indicate if they 
are being attacked or taking damage from f)oison (flashing red), or dead (darker 
gray ). Damage to the character is represented on the character tx)rtrait as a red bar 
(i.e. the ixitlion of the portrait that is the normcil color is the portion of hit points still 
remaining to the character). If you move your cursor over the portrait of a character, 
the hit point total and the name of that character will appear. Character portraits will 
also display status icons (if your character is Charmed, Held, etc.) as well as the 
level-ut) Icon if one of your characters can level-up. 


(jOtG 
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Left Menu Buttons 

The buttons down the left side of the interface give you direct access to the various 
interface screens in the game. The buttons are as foilows: 



Return to game 
Map 
Journal 
Inventory 



Character record page 
Mage spell book 
Priest spell scroll 
Options 


rlirectly to the interface screen for ilie character 
^ ecied. II the entire party is selected, the ap|)ropriate screen for the party leader 

C^CJiTiC 


Help Wizard Tool Tips 

These are the information windows that pop up whenever you ieave your mouse 

t^vTtimT ^7 (clelermineci in the options). Help Wizci'rd 

T(m\ Tips will also pop Lif) If you leave your cursor on certain items in the game 

"^" b up the Tool Tips instantly, press the 


The Dialogue Window 

selected character only: changing the character who is 
having the dialogue is not possible until dialogue is exited and restarted with a new 
character selected. If multiple characters are selected, the top-most selected 
character initiates the dialogue. Note: Regardless of who Is having the dialogue 
reaction adjustments will be based on the 'leader' of the group. The 'leader' is always 
the top-most character portrait of all the characters that are present in the area. ^ 
There are three available sizes to the dialogue window: a two-line size (small) 
which IS the default in normal play, and which is used to display system messages 

whentillt (medium) and 25 (large) line size which are used 

when dialogue is being displayed. The two line and 1 5 line sizes may be 

ntTe rSh.'^iaf L-clicking the small "up" button 

at the right side of the dialogue window. There is a scroll bar at the right of the 

c idlogue window that may be used to scroll up or down in the dialogue ciueue. 
Dialogue uses a menu based system where you l.-click on what you warn to say 

•wTch Irisi^ of according to the reaction adjustment 

and Charisma of the character who is speaking. When more text scrolls up in the 
window than can be read at once, or when dialogue is paused to gi^you a 
chance to read the text, you can L-click anywhere in the dialogue window to view 
more text. The text that lias been already re-ad can be reviewed with the scroll 
arrows on the right (up or down). 

's '»"^rig has his portrait highlighted and will 
flash in tlie main game area. The NPC being spoken to will also flash. 
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Stores, Inns, Taverns, £ind Temples 

Throu^honi the course of the game there are many non-player characters in the 
vvoricl who will offer goods or services. Tliese NPC's all use a similar interface for 
the buying, selling, and trading of goods, information, and services. When these 
jsjpc:'s are spoken to, a [)anel will replace the bottom portion of the^reen witli 
buttons for the various services offered. ^ 

B Reni Rooms: Inns usually have four different types of rooms that the player 
can use to rest at night. The various accomodations vary from Peasant 
rooms to Deluxe lodgings. The more expensive the room, the more comfortable 
your stay, and the more you will heal while you rest. 

H Buying and Selling: This screen is broken into a Buy window and a Sell 
window. Items that the store offers are shown in the Buy windows, items 
from the character’s inventory are shown in the Sell window. To select items to 
purchase*. L-click on them in the Buy window. The item icon will become 
highlighted, but will not be purchased until you L-click "Buy" at the bottom of the 
window. You may select multiple items and the current total for all items is shown 
next to the "Buy" button. The Sell window works in the same fashion, although the 
store owner may have no interest in buying the items in your inventory (in which 
case the item will be "dimmed"). 


Items that are unusable l)y the character currently selected are shaded red. While 
these items are unusable, they can still be purchased for future use or for other 
party members. 

Drinks and Rumors: Some locations will have a friendly bartender or 
innkeei^er tending bar. The items offered at the bar vary from expensive 
liquors to cheap ales. Either way, upon ordering a drink, the proprietor may decide 
to share rumors that he has heard lately. Be careful however, as your c haracters 
can become intoxicated if they drink too much. 

Steal: Thieves may have the option of attempting to steal items out of a 
sho[)'s inventory. The Steal screen works the same as Buying and Selling, 
excei^it that no gold is exchanged. When an item is selected to lye stolen, the thiefs 
skills are checked - if successful, the item is added to the thiefs inventory; if 
unsuccessful, the guard will be called (or worse!). 




Donate: You can donate money at a temple by selecting this option. When 
you donate, you may hear a mmor from the priest, and the party's reputation 
may be increased depending on the amcjunt of gold donated. It is very helpful to 
donate* gold if the party's re|)utatic:)n is suffering. 


Bm Purchase Healing: Temples usually offer healing services for a price. A menu 
will a|)pear showing the services offered and the price. Select the service you 
wish to receive and select the character who is to receive the healing. 


Identify: Shops and Temples can usually identify a much larger variety of 
items than your characters will be able to. The cost to have an item identified 
is loo gold. If you cannot select the item from the list, then the proprietor does not 
have the al:>ility to identify the item. 
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Containers 

Certain items and containers will be able to be picked up or opened in the ^ame. 
When you move tiie cursor over them, they will become highlighted in blue. Ldick 
to access the item (^r container When you access the item or container, the 
Container panel will come up at the bottom of the screen. The left side of the panel 
shows the items that are on tlie ground or in the container and the rigfit side is a 
small portion of the selected character’s inventory. Clicking on items on the left side 
of the panel moves the items from the grtxtnd or container into the character's 
inventory. 

If the character's inventory is full, the item will not be transferred. 

Note that tills process can be reversed, and items can also be mc^ved from a 
character's inventory into a container or onto the ground by L-clicking on tfiem in 
the right side of this panel. 


Maps 

Area Map L-clicking the mat) button will bring up the map that the selected 
character(s) are currently on. Areas that have been visited are lit ut>. areas that 
haven't are dark. This mat) an interior or dungeon or an outdoor terrain. 

The character(s) current position(s) cire indicated on the map by dots. 

World Map when the World button on the Area Mcip is clicked the World Maf) 
comes up and the area iliat the character(s) are on will be marked by a shield 
standard. The areas visited thus far on the world map will be shown. Note that you 
cannot travel between areas unless you have traveled to the edge of the current 
area and brought up the world maj) with the "Travel" icon. To move to another 
area, highlight the area and click on it. 




Journal 

Quests are entered in the journal as well as nnajor occurrences in the game world. 

Inventory 

The inventory page can either be accessed by L-clicking the Inventory button on 
the left of the screen or by R-clicking a c:haracter Portrait. 
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Armor Class 


Hit Points 

(curwnt/max 

paper Doll 

Quick Weapon 
Slots 

Quick Item Slots 

Weight Carried 

Max Weight — J 



U/iJJJJJ-i 



-Character Name 
[j -Character Class 
Group Gold 


Ammunition 

Character 

Appearance 

Ground Slots 


* Personal 
Inventory 

Rest 


Mosi of the screen is taken ut) by the "l-aper Doll representation of he character. 
Alontl the bottom of the screen is the character's iiersonal inventoiy and the 
encumbrtiiu e of the character. Items can be drafft5ed and dropped to be ccjuipi _ 
on the Paper Doll, or dragged and dropited to other characters' portraits to give th 

iten) to the other character. 

stackable items can be unstacked by double L dicking on the Unstacked 

items can be stacked by dragging and dropping them on top of each other. 

items placed in the "Ground" slots will be dropped at tlie cliaracter's feet and can 
be picked up from the main game area. 

The group pool of gold is shown on this page as well. 

S"ler has a maximum weight they can carry. The weight curre^>y^rarned 
the character is shown nexi to the Personal inventory. 
detenained by the Strength of a character. If this weight is fxceed^^^ eharaettr 
will slow or completely stop depending on how overloaded the character is. 

The Paper Doll Inventory: Eciuipped Items -.,rr.,„r/hrarer.i 

There are 16 distinct areas in the ec|uip,3ed items section, 
cloak, amulet. L ring. K ring, gauntlets. Ixxrts, up to 4 "^e^poi^s R ^ 
which the ciuick attacks are chosen), the quiver (of up to 3 sets of ammunition), 
and the shield slot (L hand). 

TOe weapons pul into the cjuick wea)3on slots determine a”ma^e ' mis^"^^ 

availalik- (these slots are like a bandolier of weapons available ■ 

could hold a dagger, for a fighter it could be a caishi^ 

undeac 1 a bow for distant encounters and a shar|J t'dged weapon for cl 

combati. When a new weaixtn is put into the weapon sfois on the >nveW page^ 

it generates a default quick attack in the quick attack button tor tins character 

boiiom of the main intc^rface screen. 
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Only one bow or crossbow may l3e equipped at a time. Both bolts and arrows 
may be in the quiver but only those usalDle by the current equipioed weaj^on 
appear as quick attack choices on the main interface screen. 

A shield may be equipped only if no 2 -handed weapons are present in the weapon 
slots, and vice versa. If a 2-handed weapon is in one of these slots, a shield will 
not equit^ and a message to this effect appears in the inventory message line. A 
similar message will appear if you attempt to equip 2 -handed weapon when a 
shield is already equipped. 

Quick Item Slots 

These are slots available to each player that represent miscellaneous items that art' 
kept at the ready (potions, for example). These items can be accessed easily 
during combat (similiar to "Quick Weapons" alcove). 

Personal Inventory 

Considered your "backpack", you can only carry 1 6 different items or stacks of 
items, regardless of your encumbrance. 

Items Property Page 

If an item is R-clicked upon, the view changes to the Items l^o|)erty page. This 
page contains the item's icon, description and picture. Characters with high "Lore" 
abilities will automatically be able to Identify certciin magical items. If the item is 
currently unidentified, there will be a button to allow you to try to magically Identify 
it. Potions may be dmnk froin this page. If the item is a scroll, wizards will have 
the opi)ortunity to try to 'Write Magic' and add the scroll spell to their st3ell book. 
Certain magical items may even have special "Al)ilities" that can be accessed from 
this t)age - including the ability to configure the item's magical powers. 

Character Appearance 

Clicking on the colored boxes will allow you to pick from a palette of colors for 
your character to use for clothing colors. 


Rest 

L-click on this button to rest your characters. Some areas are better suited for 
resting than others, so select your campsite carefully. 


Character Record and Associated Screens 


Character record 

The character record page shows all of 
the vital statistics ctnd abilities of tlie 
currently selected character. 

Dual Class 

This page is available to human 
characters only - after 2nd level you Ccui 
convert a character to dual class. 



When the pktyer chooses dual class, a 
dual class interface screen will come up 
from which he will choose the new class 
for the selected character. Characters not 
allowed dual class status inc lude paladins, and bards, the other classes may have 
restrictions. The character must meet the minimum requirements for the nc*w class 
in all areas. The dual class page is very similar to the character generation [)age - 
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, in fact making a character dual classed can be seen as essentially sian mg a 
over As a new dual classed character, he starts with only the 1 st level 
^iHitt-s and restrictions of his new class, though he retains his hit point total from 

Ills 


f.f.r a character becomes dual classed, he can only use the abilities of his riew 
until lie surpasses the level of his original class, at which point he can freely 
the abilities of either class. No flinlier advancement is ever allowed in the first 
class, all further development is in the new class. 


^i^^bumin is dimmed until the player gains enough experience points to gain a level. 

When tiie player clicks the "Level-Up" button, a level up screen will be shown. All 
hangcs to the charcKter sheet are highlighted. For a thief or bard, the t^layer mus 
SrilHiio new thieving points. A new proficiency slot requires a player to choose a 
weaiion proficiency. 

ThK oage allows you to compare liow the various characters in your party are 
playing, various stats such as number of kills and favorite weapon are dispittyed. 

Reform Party 

This page allows you to remove cliaracters from your party. 


This page allows you to change a character’s appearance, cliange his voice, 
change his clothing colors, or change his scriiMs (the computer code that controls 
behaviors/reactions to situations). For more information on customized cliaracter 
ixiriraits. character voices or scripts, refer to the infomiation in the Readme file. 


Tliis allows you to save a 'snapshot' of the cliaracter's file to your compumr for use 
in a multi-i)layer game. The character's current status will be saved, including liii 
points, experience points, level, class, inventory, etc. 


Mage and Priest Spell Screens: 


The known spells of the wizard or 
priest are shown on the right. If you R- 
click on a spell icon, a display page 
will come uj:) with a spell description. 
To memorize a spell. L-click on it. The 
spell appears on the left in the 
’^Tfiemorized" area, but remains shaded 
(and unusalMe) until the character has 
a chance to rest. (See the Rest button 
on page 13). 

The memorized spells of the wizard or 
priest are shown on the left. Every 
time the spell caster sleeps he will 
memorize' the spells in this area. 
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Options 

Save, Load, and Quit: These allow you to save games to your hctrcl disk, discard 
your current game and load a previously saved game, and c|uit to the main menu. 

Graphics: 

Brighrness/Confrasf allows you to adjust the brightness and contrast of the display 

Color Depth allows you to toggle your display between I6 bit. 24 bit, or 32 bit 
color based on the capabilities of your system. 

The other graphic options on tliis page should be used only if Baldur's Gate is not 
diplaying correctly on your system. Please refer to the Readme file for the latest 
information on how to correct any display errors. 

Sound: 

This menu allows you to adjust the volumes of various sounds in the game 
indet^endently. 

Select Sounds allows you to toggle on/off some specific sound effects and set the 
frequency with which your characters verbally respond to your orders. 

Gameplay: 

Tool Tip Delay adjusts how <tuickly the Windows Tool-Tip pop-up help appears. 
The left of the slider is the briefest period of time. Note: You can always make the 
tool tip appear instantly by hitting the ’Tab" key. 

Mouse Scroll Speed adjusts how quickly the screen scrolls across the game world 
when the mouse is at the edge of the screen. 

Keyboard Scroll Speed adjusts how quickly the screen scrolls across the game 
world when the arrow keys are used. 

Difficulty adjusts hidden factors within the game to make the game more or less 
ditticulc Note: There is an experience point penalty for reducing the difficulty of the 
game below neutral. There is not a bonus for playing more difficult games. 

Dither Always allows your characters to dither ttirougfi obstacles that would 
normally obscure them. 

Tutorial Messages Toggle on/off here. 

Gore This toggles on/off the blood and 'excessive’ damage and death animations 
in the game. 

Feedback allows you to modify the frequency with which you see markers and 
locators in the game, as well as turning on and off the various messages that 
come up during the game. 

Autopause allows you to set various conditions under which the game will 
aromatically pause.If the memorized spell area is full and you want to memorize a 
different spell, L-click on the spell, and it will vanish. 

Miscellaneous Information 

FUtlgue: A character can continue to operate at peak efficiency for 24 hours game 
time (2 hours real time). After that the characters will start to complain, and the 
characters' attributes begin to go down. For every 4 hours beyond this 24 hour 
niark the player will receive a - 1 luck jxmalty (■ i to all of his rtills). As soon as the 
character rests all penaltit^s will disappear. 
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jQxication* A character becomes intoxicated after he drinks enough alcoholic 
beverages. The average character will be able to drink al^out 5 alcoholic beverages 
before becoming intoxicated - but this amount may vary depending upon the 
characier's Constitution. Intoxicated characters gain a bonus to Morale, but a 
ocnaliy to Luck. The greater the level of intoxication, the greater the bonus/penalty, 
effects of intoxication diminish over time. 

infravision: Some cfiaracters and monsters liave the power of infravision. 
Ibfravision allows you to see better in tiie dark by revealing the heat of objects. A 
character witfiout innate infravision ability can obtain infravision through spells or 
magieal items. 

Effects of Wearing Armor: S^x^lls and abilities for dual or multiclassed characters 
may be dimmed in the Ixittom panel depending on wiiat your characters are 
wearing. Even if a multiclass or dual class wizetrd is wearing armor, he can still 
memorize spells, he just cannot cast wizard spells until the armor is removed. 

Multiplayer Games of Baldur's Gate 

Multiplayer 

Tlie multiplax er game of Balciur's Gate is identical to the single player game - at 
least in tenns of the game content. The main differences between the single and 
multiplayc'r gcunes relate to who is playing in the game - in the single player game, 
you create one character and up to five other NPC's join you. After they join, they 
are essentialK' characters fiilly under your control. In a multiplayer game, between 
one and six players may adventure together, cooperatively controlling both created 
characters and NK:'s tl tat join the party. 

A few definitions are in order. The leader is the player who has control over such 
things as who can join, what kinds of characters can be brought into the game, 
and what abilities the players who are in the game actually have (in terms of game 
play - see Penriissit^ns, below). The leader can control one or mc^re characters in 
the game, and has the ability to assign characters to the other players. The server 
is the comf3uter (usually, but not necessarily, the leader’s) which coordinates the 
various game-states of the client machines of each player. A player is one of the 
people* who controls one or more characters in the game. A character is an alter- 
eg(j, analogous to the characters of the single player game, which is controlled by 
(^ne player in a multiplayer session. 


Starting Out 

VVlien you start a multij^layer game, (also 
known as a session) you will be presented 
with the Connection screen. Here you can 
choose the protocol that you will play your 
game* with. 

Protocol 

'There are four available protocols that you 
can choose from on the protocol screen. 

IPX 

Vou will be presented with the all available IPX sessions. After choosing one, you 
^ill proceed to the game. 
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TCP/IP 

A connection screen will come up in which you 
can enter the host address you wish to connect 
to. Once you do this, you will be connected to 
this session if it is available. On local area 
networks. TCP/IP has an auto-detect feature to 
automatically set u|3 ^ames. 

Modem 

If you choose a modem connection y(3u will be 
presented with a t^opitp menu where you can 
confij^ure the COM port and speed of your modem. Once you 
have done this, you can enter the number that you want to 
dial: once you have dialed the number you will be c(3nnected 
with that game. 

Serial (null modem) 

If you choose serial connection, a t^opup menu will apt^ear on 
which you can select the COM port of the null modem cable 
that you will be using as well as the port connection speed. 

Joining a Game 

Whichever protocol is choosen. if you are not creating the 
game but rattier joining one. you will be prompted to chtxise a 
jilayer name by which you can be identified by the leader and 
other players in the session. After this you will proceed to the 
Character Arbitration screen (see below). 




Creating a Game 

If you choose to create a game which other players can Join, you will see a popup 
window appear, on which are spaces to fill in the session name, the player name, 
and buttons to create a new game or load a game. If you choose to create a new 
game, you must fill out the spaces for the session name and the plciyer name. 

After you have created your game or loaded in a game from the list of available 
saved games, you will jiroceed to the Character Arbitration screen. 

When characters join your session (at any point in the steps outlined below, or for 
that matter in the actual game) the lecider is notified. The leader has the abilit>' to 
stop listening to requests to join (this is set in the Player Permissions window, 
described below). 


Character Arbitration 

The character arbitration screen is where players are assigned control of character 
slots and create the characters that they will roleplay in the game. From this 
screen, the leader als(3 controls Permissions and other options for the game. 

The player mnning the server is initially assigned as the leader of the party. As the 
leader, he or she has the ability to assign character slots to the players who are in 
the session. This is achieved by L-ciicking on the player name slots, after which a 
|3anel will pop u[) with the names of all players currently in the session. Control of 
a slot may be assigned to any player. 

On the character arbitration screen, characters may be loaded into a slot in by the 
player who controls that slot. This is done by clicking on the Create Character button 
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The protagonist in the 
Games 

Zi in the single player 
aanie, there is one character 
^ho protagonist of the 

story. If this character dies, 
ihc 

game must be reloaded, as 
the single player game. 
1 'he protcigonist in the 
multiploN session is 
identifier 1 by the stone 
highligitt around the first 
charset er slot. 



rharacters in Multiplayer Sessions 

The characters in multiplayer may be created from scratch or may be imported 
into the game using the "ImporT button. The character is created on the exact 
same screens as in the single player game (see page 6). subject to the restrictions 
set out by the leader of the session in the Player Permissions submenu off this 
page (see below). 

once a character is created, it can be modified by clicking on the player name, 
which brings up a window allowing the player to create, import, export or delete 
(the active character must be deleted before the first two options are available, and 
the latter two options are ctvailable only when there is a character in the slot). 

When the player is satisfied with the character that he has imported or created, he 
clicks on tfie small skull icon to the left of the character slot to "lock" the character 
and prevent changes. If a player wishes to change a character, that character must 
be ”unlocked" by clicking on the skull icon before the character is editable. 


Player Permissions 

Although both the leader and the other 
players in the session can view permissions 
on the Permissions screen, only players who 
have been assigned leadershi|) txivileges are 
able to modify permissions. The leader can 
assign these permissions to any t^layers that 
he chooses. 

The permissions represent what players are 
able to do in the game. The permissions 
provided are: 

the ability to initiate 
dialogue 


the cibilitiy to 
modify characters 




the ability to spend 
party goid/purchase items 



the ability to view 
other character's 
records 


tfie ability to initiate an 
area transition 



the ability to pause 
the game 



the at)iliiy to modify permissions/remove players from the game (leadership 
permission) 
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Import Options 

On the Pennissions page the leader is able to set the options tor importing by 
clicking on tiie "Import Options" button. This brings up a window with three 
settings: Stats only. Stats and XP (i.e. experience points and levels), or Stats. XP, 
and Items. By cl loosing one of these settings the leader limits the types of 
characters that can be brought into the multit^layer session from the single player 
game or other multitilayer sessions. 

Listen to Join Requests 

Also on the Player Permissions page is a button, "Listen to Join Requests", which 
allows the leader to listen to requests to join the session or to turn off requests if 
there are enough players in the game. Por example, the leader might only want to 
have one or two people in the game, so having people rec|uesting to Join could 
get annoying. 

One interesting facet of multijilayer is that the player creating the session can 
choose to play solo. The advantage of this is that all characters in the party can 
then be created from scratch. 

Starting the Multiplayer Game 

When all players have L-clicked on the skull icons to the left of their characters' 
slots, the "Done" button will become active on the leader's computer. The game 
launches when the leader clicks "Done." 

Changing Options and Permissions in the Game 

Both the Character Arbitration screen and the Player Permissions screen are 
available on the left side menu in the multipilayer game. These screens are 
treated identically in the actual game to what is described above. 

Playing a Multiplayer Game 

Chatting 

Players can chat between themselves. There is a chat window • to enter a comineni 
merely L-click on the entry area and enter a comment. To address the comment to a 
specific person (and only that person) type that player's name followed by a colon 
(":") then the comment - only that player will see your comment. 

Saving and Loading 

The leader can Save games at any time during normal play, just as if playing the singk' 
player game. In order to Load a game, the leader must exit and reload the game. 

General Notes Concerning Multiplayer 

When you are playing a multiplayer session, keep in mind the following notes: 

1. Asynchronous: Baldur's Gate is an asychronous game. If you happen to be 
playing with somebody whose system is very close i^y, you may see different 
things happen on eac:h system. The f)oint to remember is that while things 
happen somewhat differently, tfie result of the actions is always the same. 

2. Explotable Area: When playing a multiplayer game of E^fidur's Gate, you are 
limited to exploring one area in the game at a time. That is, the characters in the 
game can only spread out within the same above ground area. While they can 
enter structures and underground areas individually, they cannot travel to cnher 
above ground areas until all characters are at the edge of the area and ready to 
move on. 
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IXjadinM Time: The loading? time for any given ievel is slightly longer whtle 
^i=,\.'ing multiplaver. This is because the interiors for each level must be loaded 
Mnti With the exteriors for each area. Tlie single player game does not need to 
lo this, so loading is faster. Also, the multiplayer game is forced to wait for the 
system that loads the area the slowest. 


4 party Gold: Just as in the single player game, ctll gold is sliared between the 
niemtx-rs of the party. 


Shared Experience: Just as in the single player gcime. all characters in the 
polity share in the awarding of experience points. 

The Leader is in Charge: In case you haven't figured it out by now. the leader 
iris control over everything that the player Ccin do in the game, including kicking 
them OL" anc* reassigning their chariicters to other players. Make sure that the 
Uiclcr is playing the tyiie of multiplayer game that you want to play. That is to say, 
f vou want a hacked game, join that kind of game or start it up; if you want a 
dean game accorditig to AD&D mies without interference from hacked or edited 
characters or players who don't want to iilay as a team, then you need to find 
those players. 
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Part I: BACKGROUND 

Overview of the Realms; the World of Baldur's Gate 


^yTelcorne to ttie Forgotten [Realms and the* world of Faerun! (Fay-HOON). A 
I c)f metric and adventure. Faeriin is a continent Imping a larger world, 
which in turn is the tliird world of eight orl)iting a central sun. which is 
encapsulated in a crystal sphere within a swirling chaos, which is only one in a 
myriad ot alternate dimensions. But for tlie races of Toril - for the elves and 
dwarves and gnomes aneJ haltlings and futmans - Faerun is a very important 
place; it is home. 



Map of the Sword Coast 
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^aj^>ir-toril (Ah-BFER Tor-RILL). more commonly called Toril. is the name of the orb 
tiicii Fcieatn and the F'orgotten Realms are set upon, just as E^inh is tlie orb that 
gurasia is set ut>on. The name is archaic, meaning ’’cradle of life.” and is rarely 
i^ised everyday speech. Aljeir-Toril is an Earth sized t)lanet dominated by a large 
^,^,-jlincnt in its northern tiemisphere as well as a number of other large 
Igjpcirnasst s scattered cil)out its surface. This northern continent is called Faemn in 
the west, Kara-TUr in the east, and Zakhcira in the south. It is the |)rimary punxxse 
of this tome to deal with the we^stern portion of this huge landmass. in particular 
I lie region in f^TieiTtn between the Sea of Swords and the Inner Sea, and more 
particularK tlie area around the city known as Baldur’s Gate. 

The Sword Coast 

t'or yecirs. tlie lands between Waterdeep. a huge city far north of Baldur’s Gate: 
biistling Anrin to the south; the Sea of Swords to the West; and the Wood of Shan^ 
Teeth to the Ecist hcive been thought of as the Empty Uinds - a vast, stretch of 
vvildemess folk venture into only to get from one place to another. Legends 
alxHtnd of grisly fates that befell unfortunate travelers at the hands of the ores, 
trolls, hobgoblins (and worse!) said to infest the area in veritable armies. In recent 
times the caravans have begun to see a new menace - raiding j^arties of 
humanoids who plunder mainly the miners in the Cloud Pt'ak mountains north of 
Amn. Thanks to both human and bestial predators, the trip has always been 
dangerous - hence the name Sword Coast. Down through the ages, many folk 
have dreamed of founding a kingdom in this verdant valley hidden in the moors. 
The area is littered with the mins of failed dreams - alxindoned villages. em[)ty 
towers and dungeons - as well as the occasional town, city, or keef). such as 
Baldur’s Gate, Beregost. Nashkel. the Friendly Arm Inn. and Candlekeep. This 
guidel)o()k directs the traveler toward the sights and lodgings in the cities. Those 
not traveling with a caicivan in the Sword Coast are warned to hire escorts of 
anned. trustworthy cxlventurers! 

Candlekeep 

This citadel of learning stands on a volcanic crag, overlexjking the sea. It is a many* 
towered fortress, once the home of the famous seer Alaundo, and it preserves his 
predictions along with all the written records and learning of the Rt’alms that can 
be asseml)k*d. Candlekeep is certainly no tourist resort, but there is a store, a 
temple, and a fair inn here. The price for most travelers to enter tlie Keefi proper is 
a book. Those wisliing to examine any writing in tlie Keep’s library must gift 
Candlekt'cp with a new tome of no less than lo.ooo gji value. 

The monks of Candlekeep (who claim to be non-denominationcil. and call 
themseK'es the Avowed) cilso purchase certain books brought to them and even 
commission agents in great secrecy to procure writings they desire. Those who 
wish to browse in the library must normally be sponsored by a known mage of 
pow(‘r. so many books given to Candlekeej) iti payment are minor spe'llbooks. 

This community is ailed by the Keeper of the Tomes, cissisted by the First Reader 
(the second in authority and traditioncilly the most learned sage of the monastery). 
There are uji to eight Cireat Readers under these hvo offices, who are assisted by 
ihe Chanter, the Guide, and the Gatewarden. The Chanter leads the endless chant 
uf Alaundo’s prophecies, spelled in this duty by three assistants, the Voices of the 
North, South and East. The Guide is in charge of teaching acolytes, and the 
flatewarden deals with visitors, the security of and sufiplies for the community, and 
^itli the clergy. The central, highest fortress of the Keef) is surrounded by a 
terraced roc k garden of many trees. There are Rtmors of vast dungeons beneath 
the keef), dating from ancient times, when they were used as burial chambers for 
the wisest scribes. 
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The Seekers are the lowest monks. They research and fetch and carry. Alcove 
them are the Scribes, who copy out works or compile boc^ks to sell from various 
sources in the library - the chief source of Income for the community. Af 3 ove the 
Scribes are the Chanter and the Readers. The current Keeper of the Tomes is 
Ulraunt. a proud and haughty minor mage. The current First Reader. Tethtoril. is 
often mistaken by visitors for the Keeper because of his intelligent, regal, c^nd 
sensitive demeanor. 

Candlekeep has but one absolute mie: "Those who destroy knowledge, with 
ink, fire, or sword, are themselves destroyed." Here, books are more valuable 
than people. 

Baldur*s Gate 

This fx)rt city is shelter and lifeline for the folk of the Coast. It offers the discerning 
shopt^er a wide selection of goods - there are a total of six major inns, six main 
taverns, seven generctl stores, six primary temples, and a full-service magic store, 
along with hundreds of lesser buildings. Baldur's Gate is a tolerant but well-policed 
city of merchants, and c|uiet trade and business are the general order of each day. 
The Flaming Fist Mercenary Company, over a thousand strong, is based in the cit\'. 
Every tenth person or so is a member of the Fist or a watch agent (well, spy), 
skilled in battle and within a breath or two of numerous armed allies. The visitor 
can freely stroll and sho(3. The city has a system of magical lamps that provide 
light to Its inhabitants in the evening ctnd the night hours, which is one reason wh\ 
the crime rate is so low (keef)ing the merchants and storekee|)ers happy!) 

The city is named for the legendary sea faring explorer Balduran. who long ago 
sailed past the elven homeland Evermeet in search of the rich, fabled isles of 
Anchorome (pronounced "Ang-kor-OH-may"). Balduran returned witli tales of 
strange, vast lands across the seas. He also broLight back great wealtli. and 
scattered it about his sparsely-settled home harbor, commanding that some of it be- 
spent on a wall to (xotect against tribal ore and barbarian raids (still a t)roblem In 
the area, in tfiose long-ago days). Then fie set sail again for the wondrous kinds hc‘ 
had found. Balduran never returned. 
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vvhcltever Balduran s tme fate, his money was spent on a splendid city wall. Within 
its protection, building went on at a great pace, soon expanding beyond its 
^.j^pfines. The wall was built by fanners who put it around their own holdings, 
^j^cluding the actual harbor from its protection. This allowed them to tax all carts 
corniii^ u\) from the docks to the protection of the Wcilled city. The colleagues of 
^aldnran. sea catitains to whom the harbor was home, angrily insisted that the 
gate by which southern trade and the hcirbor traffic entered the city was "Baldur’s 
Gate." and they refused to pay for entering. The strife ended in the overthrow of the 
enriched fanners and the seizure of the city (wl lich came to fie called Baldur’s 
Gate) by the seci captains. 

Xhe four oldest captains, their days at sea drawing to a close, turned over their 
sfiijis to younger sailors, who in turn supported their installation as rulers of the 
lledgling city. The four called themselves "dukes" as a Joke, fxit the titles proved 
useful when dealing with other mlers, and they were later glorified by the 
aptiellation "grand." Now called the Council of Four, elected by the populace for life 
(or until resignation), tfie present grand dukes are Entar Silvershield (a high level 
fighter). Liia Jannath (a powerful wizard), the adventurer known only as Belt (a 
strong fighter), and Eltan (the commander of the Flaming Fist mercenary company). 

Buildings in Baldur’s Gate tend to be tall and narrow, with slit windows located 
high and covered with shutters to block out winter winds and nesting seabirds. Tall 
among them rises the grandly-stiired ducal palace of the four ruling grand dukes, 
known as the High Hall - a place for feasts, court hearings, and administrative 
business. Not far from the palace stands tfie High House of Wonders, consecrated 
to the deity Gond. It is tfie by far the largest of the Gate’s three temples. Its 
S|)reading eastern wings face the I tail of Wonders, also on Windspell Street, where 
the more successful of Gond’s inventions are disjilayed to the public'. Not far from 
ihe Hall of Wonders, near the Bkick Dragon Gate, is the Wide. Tfiis huge open 
space is the Gate’s market. It bustles day and night, and is usually "open space" 
only in the sense that there are no buildings. Temtioraiy^ stalls, fiins. sale t^iles. 
and shojipers thronging to them usually crowd shoulder to shoulder. Outside the 
Wide, Baldur’s Gate lacks colorful landmarks. The ever-present ckimp discourages 
the use of banners, open shojis. and the like. 

Those wisfiing to overindulge in drink and in the company of tfie optiosite sex are 
directed to the Undercellar, a little-known, damp, dark warren of linked cellars 
entered just off the Wide. 

Beregost 

Tired travelers on the Coast Way between Baldur’s Gate and Amn often stop in 
Beregost. Beregost is located just off the road about a day’s travel south of where 
tile Way of tfie Lion branches off from the Coast Way. This town, wfiile mucfi 
smallcT than B^ildur’s Gate, boasts three inns, two store's, a magic slioji. a temple, 
and a decent tavern. It’s within reach of tfie northern fiorders of .\mn. Merchants of 
ihat land often use it as a rendezvous for carcivan assemfiK' before attempting the 
perilous overland runs north to Waterdc'ep or east to the Sea of l^llen Stars. As a 
result, this small town gets very crowded at un|)redictaf)le inteiv'als. 

Begun as a farming village under the jirotection of a school of wizardry, Beregost is 
now dominated fiy the Song of the Morning, a major temjile to l^thaiider. 

other point of interest near Beregost is the ruin of Licaster’s school. Tfie mage 
^caster, a conjurer of note, foundc'd his school over 3()0 years ago - fxit grew too 
Successful, attracting would-be wizards from all over the Sword Coast. Calishite 
•^Qges came to fear the school’s power and destroyed it in spell fiattle, though 
Oleaster himself disaiipeared during the fray and was never found. The scfiool 
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t)urned to an empty shell, which still stands on a hill east of the town. Local fear of 
the ruin, which is said to be ftaunted by sf^ell-casting phantoms, has caused Beregosi 
to expand to the west of the Coast Way road, leaving the hills east to tlie sheep. On a 
related note, Beregost has only one tavern, called the Burning Wizard (of course!). 

The governor of Beregost is Kelddath Ormlyr. /Mthough there is a five-person tow n 
council, the governor’s word is law, and he is a tireless projx^nent of farming, 
business, and url)an imt)rovement. He is also Most Radiant of Lathander (high 
priest of the temple), and his temple troops police the town, keeping it safe. In this, 
he has two powerful allies: the wizard Thalant>T, a conjurer of great repute, and the* 
smith Taerom "Thunderhetmmer" Fuimim. 

The Friendly Arm Inn 

This walled hamlet loc:ated on the Coast Way several days north of Beregost 
consists of a stone keep (the inn) with stables, gardens, a horse pond, and caravan 
wagon sheds. It also shelters a few houses, a large meeting hall with a many- 
t)illared entrance, a small store and magic shop, and a temtMe to Garl Glittergold. 
chief god of the gnomes. The Friendly Arm was once the hold of an evil priest of 
Bhaal who was destroyed in undeacl form by a band of adventurers led by the 
gnome thief and illusionist Bentley Mirrorshade. Bentley set his comrades-at-arms 
to work renovating the keep, and it soon opened as a fortified waystop on the 
Coast Way in territory often endangered by f)rigands and raiding bands of ores, 
kobolds. bug-bears, and trolls. Though these perils have lessened somewhat since' 
the Arm was founded, the safe, clean inn is still a favorite stop. 

Nashkel 

South of Beregost and north of the Cloudpecik mountains is the village of Nashkel. 
Rumor is that it’s a nice place, but I haven’t had time to visit there myself. I have 
heard that it’s a little smaller than Bert'gost, but has a temple, an inn. two stores 
(one reputed to sell some magical goods), and a fine tavern. I’ll try anci Journey 
there in my next sojourn through the Sword Coast- if you hear that 1 stay away 
l)ecause 1 am frightened of kobolds or some evil presence in the mountains. 1 am 
here to say that is not the case! 
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gullykin 

This small village of halfiings is in the eastern part of the Baldur’s Gate region. 1 
didn’t make it there after I heard about the kobolds around Nash... I mean, because 
ive never been partial to halfling holes. But the halfiings have at least one temple. 
50 it miglit be worth your while to have a look, if you’re out that way. that is. 

some Monsters of the Sword Coast 

C his is by no means a complete list of the monsters you will encounter, my 
friends; there are many more in the area around Baldur’s Gate. These are a 
few of the most representative, at least for the safer areas. 

You’ll probably run into these first, and if you’re lucky you won’t see any more ! 

Black bear 

A rather common omnivorous mammal, the bear tends to avoid humans unless 
provoked. Exceptions to this mle can be a most unfortunate occurrence. 

Bears are. in general, large and [powerful animals which are found throughout the 
world’s temt^erate and cooler climates. With dense fur protecting them from the 
elements and powerful claws t)rotecting them from other animals, bears are the 
taie rulers of the animal kingdom in the areas where they live. 

The so-called black bear actually ranges in color from black to light brown. It is 
smaller than the brown bear and the most widesj^read species by far. 

Brown bear 

The brown bear, of which the infamous grizzly is the most well known variety, is a 
bear of very aggressive disposition. Brown bears are more carnivorous than tlieir 
smaller cousins, the black bears. The grizzly in t^articular will often bring down 
large game such as deer and elk. 

Carrion crawler 

The carrion crawler is a scavenger of subterranean areas, feeding primarily ui3on 
carrion. However, when such food becomes scarce or when it is threatened, the 
carrion crawler will attack and kill living creatures. 

The crawler looks like a cross between a giant green cutworm and a cephalot^od. 
Like so many other hybrid monsters, the carrion crawler may well be the result of 
genetic experimentation by a mad, evil wizard. 

Dryad 

Dryads are beautiful, intelligent tree st^rites. They are as elusive as they are alluring, 
howevc'r. and dryads are rarely seen unless taken by surprise - or when they wish 
to be st)otted. 

The dryad’s exquisite features, delicate and finely chiseled, are much like an elf 
maiden’s. Dryads have high cheek bones and amber, violet, or dark green eyes. 

Ettercap 

Ettercaps are ugly bit)edal creatures that get along very well with all types of giant 
spiders. These creatures of low intelligence are exceedingly cruel, cunning, and are 
skilled in setting traps - very deadly traps - much like the spiders that often live 
around them. 

Ettercaps stand around six feet tall, even with their stooping gait and hunched 
Shoulders. The creatures have a short, spindly legs, long arms that reach nearly to 
^heir ankles, and large j^ot-bellies. The hands of ettercaps have a thumb and three 
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lon^ fingers that end in razor sharf) claws. Their bodies are covered by tufts of 
thick, wiry, blcick hair, and their skin is dark and thick. 

Ghast 

These creatures are so like ghouls as to be completely indistinguishable from 
them, and they are usually found only with a pack of ghouls. When a pack of 
ghouls and ghasts attacks it will quickly become evident that ghasts are present, 
for they exude a carrion stench. 

Ghoul 

Ghouls are undead creatures, once human, who now feed on the flesh of corpses. 
Although the change from human to glioul has deranged and destroyed their minds, 
ghouls have a terrible cunning whicii enables them to hunt their prey most effectiveK 

(3houls are vaguely recognizable as once having been human, but have become 
horribly disfigured by their change to ghouls. The tongue becomes long and tougl ) 
for licking marrow from cracked tones, the teeth become sharp and elongated, 
and the nails grow strong and shaq) like claws. 

Giant spiders 

Spiders are aggressive predators, dwelling both above and below ground. Most art' 
poisonous and bite prey before devouring them, because unconscious victims are 
easier to carry to a lair. 

Most giant spiders are simply much bigger versions of the web-spinning large 
spiders. Their |30ison causes immediate death if the victim fails the saving throw. 

Gibberling 

The first impression of gibf)erlings is of a writhing mass of fur and flesh in the 
distant moonlit darkness. The pandemonium is actually a mass of pale, 
hunchbacked humanoids, with pointed canine ears, black manes surrounding their 
hideous, grinning faces. Their eyes are black, and shine with a maniacal gleam. 

Gnoll 

Gnolls are large, evil, hyena-like humanoids that roam about in loosely 
organized bands. 

While the l)ody of a gnoll is shaped like that of a large human, the details are those' 
of a hyena. They stand erect on two legs and have hands that can manipulate as 
well as those of any human. They iiave greenish gray skin, darker near the 
muzzle, witli a sliort reddish gray to dull yellow mane. 

Hobgoblin 

Hobgoblins are a fierce humanoid race that wage a t)er{3etual war with the other 
humanoid races. They are intelligent, organized, and aggressive. 

The typical hobgoblin is a burly humanoid standing at least 6 feet tall. Their hair>' 
hides range from dark reddish-brown to dark gray Their faces show dark red or 
red-orange skin. Large males have blue or red noses. Hobgoblin eyes are either 
yellowish or dark brown while their teeth are yellow. Their garments tend to be 
brightly colored, often bold, blood red. Any leather is always tinted black. 

Hobgoi)lin weaponry is kei)t polished and repaired. 

Kobold 

Kobolds are a cowardly, sadistic race of short humanoids that vigorously contest 
the human and humanoid races for living space and food. They especially dislike 
gnomes and attack them on sight. 
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oarely' clearing 3 feet in height, kobolds have scaly hides that range from dark, rusty 
to a rusty black. They smelt of damp dogs and stagnant water. Their eyes 
glow' like a bright red spark and they have two small horns ranging from tan to white. 

Ogre 

ogres are big. ugly, greedy humanoids that live by ambushes, raids, and theft. III- 
jg^pered and nasty, these monsters are often found serving as mercenaries in the 
ranks of ore tritos, evil clerics, or gnolls. 

AdtiH ogres stand 9 to 1 0 feet tall and weigh 300 to 350 pounds. Their skin colors 
range from a dead yellow to a dull black-brown, and (rarely) a sickly violet. Their 
eyes are pui7)le with white pupils. Teeth and talons are orange or black. Ogres 
have long, greasy hair of blackish-blue to dull dark green. 

Ogrillon 

-fhe ogrillon is a species of half-ogre, being the fmit of cin (unnatural) union 
hetween ogres and ores. The ogrillon displays the general tendencies of its larger 
cousin with some exceptions. It is even more brutish and violent, and it normally 
learns to speak only ogrish and a handful of words of common. 

Sirine 

Sirines are beautiful, human like females, at home in any aquatic environment. 

They have human skin tones ranging to a light yellow-green, and their hair can be 
almost any color, though silver and dark green are the most common. Sirines have 
beautiful figures and wear scanty clothing at best. 

Sirines speak their own language and the language of the nearest intelligent races. 
They can breathe water and air. and they have infravision to a range of 120 feet. 

Skeleton 

All skeletons are magically animated undead monsters, created as guardians or 
warriors by powerfiil evil wizards and priests. 

Skeletons appear to have no ligaments or musculature which would allow 
movement. Instead, the bones are "magically joined" together during the casting of 
an Animate Dead spell. Skeletons have no eyes or internal organs. 

Wild dog 

Smaller than wolves, the appearance of the wild dog varies from place to place. 
Most appear very wolf-like, while others combine the looks of wolf and jackal. 

Wolf 

The wolf is a very active, cunning carnivore, capeible of surviving in nearly every 
climate. Shrouded in mystery and suspicion, they are viewed as vicious killers that 
slaughter men and animals alike for the lack of better things to do. 

Northern wolves exhibit colors from pure white to black. They are characterized 
by powerful jaws; wide strong teeth; bushy tails; tall, strong ears; and round 
pupils. Their eyes, a gold or amber color, seem to have an almost empathic ability. 

Worg 

^orgs are an offshoot of wolf stock that have attained a degree of intelligence and 
fendencA toward evil. Worgs have a primitive language and often serve as mounts 
of goblins. 
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Time in The Realms 

D aytime is described by the use of a 24 hour clock, as the day of the world of 
Toril is 24 hours long. For simplicity the AM (for time before noon) and PM 
(for time after noon) conventions are used herein. 

Years are referred to by numbers, using the system known as Dalereckoning (DR); 
Dalereckoning is taken from the year that humans were first t^ermitted by the Elven 
Court to settle in the more open regions of the forests. 


The Roll of Years 

The wide variety of competing and often conflicting calendars causes no end of 
pain to the historian and the sage. Most use the Roll of Years, a system by which 
each year has its own personal name. Names for the years are known collectiveK 
as the Roll of Years, as they are drawn from the j)redictions written down under 
that title by the famous Lost Sage. Augathra the Mad. with a few additions by the 
great seer Alaundo. The Roll is a long one: some more important years include the 
Year of the Worm ( 1 356 DR), the Year of Shadows ( 1 358 DR, the year of the Time 
of Troubles), the Year of the Turret (1360 DR), cind 1373 DR (the current year). 


TimeKeeping in Baldur's Gate 

A game round in Baldur s Gate is six seconds long in real time. The round in the 
AD&D game is sixty seconds, hence time in Baldur s Gate is comt^ressed about 
ten-fold when compared to the standard AD&D mle set. 

A turn is ten rounds, that is, sixty seconds. This term is used in some of the spell 
descriptions on pages 56*76. 

A game day (representing 24 hours in the game, dawn to dusk to dawn again) 
is just over 2 hours long in real time, again about a ten-fold reduction in time in 
the game. 

Each time the party rests eight hours trasses (the equivalent of about 45 minutes of 
running game time). 


Name 

Colloquial Description 

Gregorian Month 

Hammer 

Decpvvinter 

January 

Alturiak 

The Claw of Winter or the Claws 
of the Cold 

February 

Ches 

Of the Sunsets 

March 

Tarsakli 

Of the Storms 

A[pril 

Mirtul 

The Melting 

May 

Kythom 

The Time of Flowers 

June 

Flamerule 

Summertide 

July 

Eleasias 

Higlisun 

August 

Eleint 

The Fading 

September 

Marpenoth 

Leafall 

October 

Uktar 

The Rotting 

November 

Nightal 

The Drawing Down 

December 
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PART II: RULES 

Rules - An Introduction 

vvell friends, tlie world that you are adventuring in is a strange one. There are 
niany things to learn, [particularly if you haven’t been here before, and perhaps the 
way is to start exploring some of the scrolls that various sages have put 
togethe r over the ages, which in the interests of saving my own time 1 have 
^mpik‘<* loosely edited for your reading [Pleasure, below. However, research 
and editing can be dry work indeed, so dry that I feel a need to quench my 
thirst... ril be back in a short while after 1 [pay a visit to the Helm and Cloak for a 
^ro[) of Saerloonian glowfire. In the meantime, re^d, and enjoy! 

About the Advanced Dungeons & Dragons Game 

The Advanced Dungeons & Dragons game is a role playing system that allows 
players to ex[plore wcprids of fantasy and high adventure - one of the myriad of 
AD&D worlds is the Forgotten Realms, the world in which Baldur s Gate takes 
place. The world you are entering is a complex one. but it is said that artificial 
assistants called... computers... in other worlds have been invoked at limes to 
sim[Plih’ things. Defining such a vast world in even a series of intricate tomes 
would be difficuli, but for the sake of brevity we have summarized things in the 
spaip of a few [pages. This is by no means easy, but we outline some of the major 
features of the rules and how they may have been interpreted by the computer 
scribes, below. 

You don’t have to know much about the AD&D game rules to play Baldur s Gate 
(the computer takes care of that for you), but it is hel[pful. Accordingly, most of the 
AD&D rules have been summarized, and in places explained how they may have 
been revised slightly to apply to the game of Baldur s Gate. 

How Baldur's Gate uses the AD&D rules: discussion of the real 
time modification to the turn-based AD&D rules 

Baldur s Gate uses the same weighting system for spells and weapons as in the 
Advanc ed Dungeons & Dragons game. In addition, we have a[pplied the same 
concc[)t cpf the initiative rcpund to the individual monster and character rather than to 
the party. That is. instead of a group based turn, when first one side then the other 
performs all ac tions, everyone Is always in real time mode, but cpn a [personal 
Initiative round. 

The personal initiative round is six seconds long, and this represents a ten to one 
reduction in the time of the round in the AD&D rules (which is 60 seconds long). 
This is consistent with movement rates (we have balanced these such that a 
charactcT mcpving at sixty feet per round, which is the average humanoid 
movement rate iip the AD&D rules, can travel the screen in approximately one 
round), and with the reduction in global game time. 

Most importantly, you can pause (or unpause) the action at any tune. This is achieved 
hy hitting the space bar cpr by L-clicking on the clcpck. When you are paused ycpu can 
<issign any action to any character, and then resume the game by un[pausing. This 
pause feature allcpws fans of turn-based combat to effectively play the game that way. 
One important exception: we do not allow [pausing of the game to cpccur when you 
look into your inventory (this is to simulate the effects (pf changing armor on the fiy) - 
be careful to have ever>4hing equipped that you need! 

Note: There are also options to have the game pause automatically when certain 
events occur in order that you don’t miss them. 
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Character Actions 

C he basic actions you can perfonn in tiie Realins arc simple. You can wancic r 
the landscafx?, speak with the denizens, and occasionally swing a sword or 
two. The basic actions you can perform are described i>eIow. along with a 
few effects that may modify these basic actions. 

Movement 

There is one constant movement rate in Baldur’s Gate - this is approximately 
equivalent to 60' in AD&D game terms. Your characters can move more quickly if 
you cast a Haste spell on them. You can group select characters and easily move* 
them into various formations (this is discussed in more detail in the otiier manual 
under the interface descriptions. See page 8 in the Game Guide) 

Dialogue 

Killing everything you meet eventually leads to |)roblems. First, you’ll never finisli 
the quests in tfie game if you kill everytliing - no one will be left to talk to in order 
to find out what you need to do. Seconci, at some f)oint your ref mutation will fall to 
the level that you will be attacked on sight by every guard in the game. You won’t 
survive this. Sometimes the best thing to do is talk, whether it’s casual 
conversation, hardball negotiation, jovial rumor-swapping, or intimidating threats. 
Not everything you meet, human or otherwise, is out to kill your character. Help 
often appears in the most surf^rising forms. Thus it often pays to take the time to 
talk to f)eople (or creatures...). 

Fighting 

There are times when you don’t want to or can’t run away; (Running ail tlie time is 
not tliat heroic), and there are times when you know talking is not a good idea. 
Sooner or later, your character(s) will have to fight. The real trick is knowing when 
to figlit and when to talk or run. 

Effects of Fatigue 

Your characters have to rest every so often, both to memorize sfjells as well as to 
gain back their strength. If your characters start com|3laining that they are tired, it 
would be prudent to stop and make camp for the night. Go to all characters’ priesi 
or mage spell pages, and after configuring any spells that you want to memorize, 
click on the "rest” icon. You will rest for eight hours, unless your sleep is 
internif)ted. and awaken refreshed. If your party was injured, party members will 
gain a few liit points every time they rest. A character can continue to operate at 
peak efficiency for 24 hours game time (2 liours real time). After this time, the 
characters will start to complain of fatigue, and for every 4 hours beyond this 24 
hour mark the player will receive a - 1 luck (penalty (-1 to all of their rolls). As soon 
as the characters rest, all of their penalties will be removed. 

Note: Characters resting in rented rooms while visiting an Inn will heal more or less 
based on the quality of the room. 

Effects of Encumbrance 

Each character has a certain numf:)er of slots free, along with a numloer of slots 
associated with a paper doll representation of the character. One item may be 
placed in each slot. In addition, how much weight a character may carry is based 
on the Strength of that particular character. The weight allowances for your 
characters are listed in the tal:>les at the end of iliis manual (see pg 77). 
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effects of Intoxication 

aJi\ the better inns serve a variety of intoxicants, and drinking to excess will, of 
^urse, impair your character’s ability to function in combat. Sufficient drink 

morale, but the tradeoff in effectiveness hardly makes it worth it. The 
number of drinks you can have before suffering pencilties is closely related to your 
institution, though recovery is uniform. A character with a Constitution of 3 will 
finci himself quite tipsy after one drink, though regarciless of the amount, a good 
, eight’s sleep will negate all effects. 

Effects of Poison 

poison is an ali-to()-frt (|uent hazard faced by characters. Bites, stings, deadly 
potions, daigged wines, and bad food ail await characters at the hands of 
fTialevoleni wizards, evil assassins, hideous monsters, and incompetent 
innkeeiK'rs. Fortunately, there are many ways a character can be treated for 
poison. Several spells exist that either slow the onset time, enabling the character 
the chance* to get further treatment, or negate the poison entirely. Note that Cure 
spells do ne^t negate the progress of a j^oison. 

Effects of Reputation and Aiignment 

Reputation 

The party hcis a reputation, which influences the manner in which Non-Piayer 
Characters (NPCs) associate with the party. The player begins with a reputation 
based on the alignment of the lead character. The reputation chart consists of 20 
levels. Each level changes how NPCs interact with the party. See the table on 
page 85 for actions that change reputation, either positively, or negatively, based on 
the current reputation of the party. Be Warned, evil-doing parties are likely to 
become* the targets of bounty hunters and guards. 

Alignment 

Alignme*n! hets less effect on actual game play than reputation does. A character's 
starting alignment determines a starting rej^utation. Alignment is the backfoone of 
who your character is and what he or she represents, and reputation is the 
practical application of those beliefs. If your rejuitation does not match with your 
alignmeni, your character may suffer consequences. Characters who Join your 
part>' may or may not agree with the current retjutation of the t^arty based on 
their alignmeni or may decide they are unhai3j)y with the party reputation while 
you are playing. 


Alignment 

Starting Reputation 

Lawful Good 

12 

Neutral Good 

II 

Chaotic Good 

II 

Lawful Neutral 

10 

Neutral 

10 

Chaotic Neutral 

10 

Lawful Evil 

9 

Neutral Evil 

9 

Chaotic Evil 

8 


I 
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A player who starts with a paladin or a ranger has to watch his reputation very 
carefully. If at any time the party's rej^utation falls below 6, the charcicter will lose 
his status as a t)aladin: or in the case of a ranger, the loss of abilities will occur at a 
reputation of 4. In either case, if the rejxitation of the party falls below the 
acceptable level, that character will become a fighter. A paladin or ranger wtio 
loses that status cannot regain it. 

Encounter AcUustments 

Whenever the party encounters a NPC. a reaction roll will be made. This will be a 
simulated roll of two lo-sided dice. Modifiers will be at)plied according to the part\ 
leader’s Clwisma. and the reputation of the fxirty The specific NPC may also have 
a modifier to the encounter adjustment. Encounter adjustments affect how people 
that you are talking to perceive you. It will affect whether they are willing to give 
you much information, and it will also improve prices of items in stores, if you 
purchase them when you have a good encounter adjustment. See the reaction 
adjustment table on pg 86. 

Note to the unwary: 

Some spells improve the Charisma of your party relative to others - for 
example, the Charm spells. However, these spells so alter the perception 
of the recipient that they may forget dealings they have had with you. The\ 
will also be hostile towards you when the st)ell wears off, so be careful 
whom you target. You could fjotentially close off quests you could have 
otherwise completed. 

Reputation Effects on Party Members 

Each party member has five different states determined by their alignment. These* 
states are hapt^y, neutral, unhappy, angry, and breaking point. Each of these states 
corres|)ond to the four different verbal dialogue cues that a character has (that is. a 
character won't complain if he or she is happy. l)ut if the character is in any other 
state, complaints will be heard). A table shows how the party's reputation will altc'r 
their state (based on the character's alignment) on pg 87. 


Combat in Baldur’s Gate 


H s discussed above. Baldur’s Gate follows the AD&D rule system closely. 

The main difference lies in the real-time adaptations to the personal initiative' 
rounds. The computer takes care of most of the underlying rules, to allow 
you to become more immersed in the story and the world of the game. 


More Than just Hack and Slash 

As important as fighting is to the AD&D game, it isn’t the be-all anti end-cill of play. 
It’s just one way for characters to deeil with situations. If characters could (io 
nothing but fight, the game would quickly get boring - every encounter would be 
the same. Because there is more to the game than figliting, we ll cover much more 
than simple hack-and-slash combat here. In addition to explaining the basic 
mechanics of hitting and missing, there are mles for turning undeacl. special ways 
to attack and defend, poison, heroic feats, and more. Remember that we follow a 
modified round based system - as described below. Everyone (characters. NEC’s, 
monsters) is on their own personal initiative rounds. Any time you want you can 
pause the game (click on the clock or hit the space bar) and assign commands - 
then restart the game by unpausing, in the same way. 
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personal Initiative Round, Speed factors, and Casting times 

IP s Gate, to allow for the realtime based combat and movement, each 

^aractc'r and monster is on an independent personal initiative round, which is six 
geconds long. Within the personal initiative round, all of the rules of the AD&D 
are used, including speed factors for weapons and casting time for spells. 

For higher level characters who can attack more than once per round with a given 
w^eapon. the speed factor of the weapon determines when exactly in the six 
gecond round the attacks will occur. 

speed Factors are numbers between l and l o (indicating l / 1 o of a round and 
lO/iOths of a round respectively for a character that can attack once per round 
vvith a weapon). 

casting Times for j^riests and wizards are exactly analogous to speed factors of 
weapons - the casting times are between l and 10. and represent how quickly a 
mage or priest can release a spell (the lower the number, the faster the cast, just as 
for speed factors). 

initiative is determined by a combination of ability, situation, and chance. In 
Baldur’s Gate initiative is used as a random variation on how quickly characters 
can initiate their attacks or spells. It adjusts the speed factor of a spell or weapon 
sUglitly. 

Armor Class (AC) is the protective rating of a type of armor. Armor provides 
protection by reducing the chance that a character is attacked successfully (and 
suffers damage). Amior does not absorb damage, it prevents it. A fighter in full 
plate mail may be a slow-moving target, but penetrating his armor to cause any 
damage is no small task. Armor Class is measured on a scale from l o. the worst 
(no armor), to less than zero. The lower the number, the better (armor classes less 
than - lO occur only with very powerful magical armors). Shields and helmets can 
also improve the AC of a character. 

Abilities and situations can also affect a character’s Armor Class. 1 ligh Dexterity 
gives a bonus to Armor Class, for example. 

THACO is an acronym for 'To Hit Armor Class O." This is the number a character, 
NK:. or monster needs to attack an Armor Clctss o target successfully. THACO 
depends on a character’s class and level. The THACO number can be used to 
calculate the number needed to hit any Armor Class. 

At the heart of the combat system is the Attack Roll, the die roll that determines 
whether an attctck succeeds or fails. The number a player needs in order to make a 
successful attack roll is also called the "to hit" number, which is determined by the 
comt)uter by taking a character’s THACO and adjusting according to the Armor 
Class of the target. Attack rolls are used for attacks with swords, bows, rocks, and 
other weapons, as well as blows from fists, and other hand-to-hand attacks. In 
Baldur’s Gate the "to hit" roll is done behind the scenes for you - if your character is 
successful, he hits - if not, he swings and misses. 

The Attack Roll 

When an attack is made, the Armor Class of the opponent being attacked is 
subtracted from the THACO of the attacker. The resulting number is the what the 
attacker must ‘roll’ in order to hit the opponent. This "roll of the die" is done with a 
^20, or twenty sided die. resulting in a number between i and 20. If the attacker 
rolls the number necessary or higher, then the attack is successful, and damage is 
rioru'. If the attack is unsuccessful, then the attacker missed completely or was 
onable to penetrate the opponent’s armor. 
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For example, a 3rd-level fighter fighter has a THACO of 1 8. He is attacking a 
hobgoblin with an AC of 5. The AC of the hobgoblin is subtracted from the THACo. 
giving a "to hit" number of 13. If the fighter rolls a 13 or higher on the twenty-sided 
die. he hits successfully and does damage. 

Critical Hits and Misses 

If a character rolls a ‘natural’ 20 to hit (that is. the attack roll before modifiers are 
applied is a 20) then a critical hit occurs and damage for that attack will be 
doubled. A roll of ‘natural’ l Is considered a critical miss and imposes a time 
penalty on the character to recover. Regardless of Armor Class, a ‘natural’ 20 
always hits, a natural’ l always misses. 

Improving the Odds in Combat 

In combat, many factors can modify the number a character needs for a successful 
hit. These variables are reflected in modifiers to the to-hit number or to the attack roll 

Strength Modifiers: A character’s Strength can modify the die roll, altering both the 
chance to hit and the damage caused. This modifier is always applied to melees 
and attacks with hurled missile weapons (a dagger or an axe). 

Magical items: The magical properties of a weapon can also modify combat. Items 
that impart a bonus to the attack roll or Armor Class are identified by a plus sign. 
For example, a sword + 1 improves a character’s chance to I lit by one and inflicts 
-I- 1 damage if the attack is successful. A suit of chain mail + l improves the Armor 
Class of file character by one beyond normal, "non-magiccil" chain mail (which 
means you subtrcict one from the character’s AC. changing an AC of 5 to an AC of 
4. for example). Cursed items have a negative modifier (a penalty), resulting in a 
subtraction from the attack roll or an addition to Armor Class. There is no limit to 
the number of modifiers that can be aiiplied to a single die roll. Nor is there a limit 
to the fiositive or negative number (the total of all modifiers) that can be applied to 
a die roll. 

Dexterity Modifiers for Missile Weapons 

Dexterity affects the character’s ability to attack with a missile weapon. Like 
Strength modifiers, higher Dexterity will increase the chances to hit. lower Dexterits 
will lessen the chances of attacking effectively. Dexterity only affects the chances to 
hit and does not affect the amount of damage inflicted by a missile weapon. 

Missile weapons in combat - Rate of fire 

Bows, crossbows, and many other missile weapons have different rates of fire 
(ROF) - the number of missiles they can shoot in a single round. Arrows can be 
notched and let loose at a rate of up to two shots per round. Some weapons (such 
as heavy crossbows) take a long time to load and can be fired only once every 
round. Darts can be hurled at a rate of several per round. Whatever the ROF. 
multiple missile shots are handled the same way as other multiple attacks for the 
purposes of determining initiative. The ROF of each missile weapon is listed in the 
Weapons Tables on page 83. 

Casting Spells 

Both wizards and priests use the same rules for casting spells. To cast a spell, the 
cliaracter must first have the spell memorized. If it is not memorized, the spell 
cannot be cast. The caster must be able to speak (not under the effects of a 
Silence spell or gagged) and have both arms free (not paralyzed, for example). If 
the spell is targeted on a person, place, or thing, the caster must be able to see the 
target. It is not enough to cast a Fireball 1 50 feet ahead into the darkness; the 
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^ster must be able to see the point of explosion and the intervening distance. 

Onc't" the casting has begun, the character must stand still. (If you choose not to 
^ caster cast a spell after you have selected the spell, but before you 
nave selected a target, you Ccui R-click to cancel the spell and it will not be lost 
from memory.) 

spell Disruption: If the spellcaster is struck by a weapon or fails to make a saving 
^hro\^ before the spell is cast, the caster’s concentration is disrupted. The spell is 
l^^st In a fizzle of useless energy and is wiped clean from the memory of the caster 
Lintil it can be rememorized. Spellcasters are well advised not to stand at the front 
of any battle, at least if they want to be able to cast any spells! 

saving Throws 

saving Throws are measures of a character’s resistance to special tyt:>es of attacks 
.- poisons, magic, and attacks that affect the whole body or mind of the character. 
The alDility to make successful saving throws improves as the character increases 
in level. If a saving throw is made this may reduce damage or prevent the effects 
of a spell or attack entirely. Some spells (e.g. the Protection spells) greatly improve 
saving throws against different type of attacks. 

Save vs. Paralyzation, Poison, and Death Magic: This is used whenever a 
character is affected by a paralyzing attack (regardless of source), poison (of any 
strength), or certain spelLs and magical items that otherwise kill the character 
outright (as listed in their descrii)tions). 

Save vs. Rod, Staff, or Wand: As its name implies, this is used whenever a 
charac ter is affected by the powers of a rod. staff, or wand, provided another save 
of higher priority isn’t called for. 

Save vs. Petrification or Polymorph: This is used any time a character is turned 
to stone (petrifieci) or polymorphed by a monster, spell, or magical item (other than 
a wand). 

Save vs. Breath Weapon: A character uses this save when facing monsters with 
breath weapons. |)articularly the powc^rful blast of a dragon. 

Save vs. Spell: This is used whenever a character attem(3ts to resist the effects of 
a magical attack, either by a spellcaster or from a magical item, provided no other 
ty()c of saving throw is sj^ecified. This save can also be used to resist an attack 
lhai defies any other classification. 

Modifying Saving Throws 

Saving throws can be modified by magical items, specific mles, and special 
situations. These modifiers can increase or decrease the chance of a successful 
saving throw. 

• Magical items like cloaks and rings of protection give bonuses to a 
character’s saving throw. 

• Magical armor allows a saving throw bonus only when the save is made 
necessary by something physical, whether normal or magical. 

• Specific spells and magical items have effects, both good and ill, on a 
character’s saving throws. Some spells force the victim to save with a penalty, 
which makes even the most innocuous spell quite dangerous. (Specific 
information can be found in the spell descriptions section.) 
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Morale 

Each creaaire has a base morale level that affects whether it fights or runs during a 
battle. The only character that is unaffected by morale is the first character you 
create - other characters joining your party have morale dialogue and scripts. 

Every creature is scripted to react somewhat differently when morale breaks - and 
often they will break at different levels of morale, or choose different types of attack 
depending on what the current morale level is (melee if morale is high, ranged 
attacks if morale is lower, for example). Each creature has a recovery time which 
indicates how long it takes for that creature’s morale to return to its base level - if 
someone’s morale fails, it will slowly creep back to the baseline. If someone in 
your party fails a morale check their selection circle will turn yellow (from green). 

Morale is positively influenced by having a leader (the topmost character in the 
t)ortraits) with high Charisma, by the environment that the creature is located in (e.g. 
kobolds and drow like being underground more than they do wide open spaces 
outside), by some sj^ells (e.g. Remov'e Fear), and by the type of enemies that are 
visible (easy enemies will raise morale). Morale is negatively influenced by factors 
such as being attacked by powerful magic, by seeing someone in the |)arty killed or 
knocked unconscious, by losing a lot of hit points, or by spotting a difficult foe. 

Combat Effects and Recovery 

Damage, wounds, and death are what can happen to a character when an 
opponent attacks him successfully. Damage can also occur as a result of poison, 
fire, fcilling, acid, and by trying anything even remotely dangerous in the real world. 
Damage from most attacks is measured in hit points (hp). Each character has a 
current hit point total and a maximum hit point total. Each time a character is hit. 
he suffers points of damage. These t:>oints are subtracted from the character’s 
current hit point total. When this reaches o. the character is dead. If one of your 
characters suffers massive damage, he or she will be forever dead, beyond hope 
of resurrection. 

Healing and Hit Points 

Once a character is wounded, the pktyer should naturally want to get him healed. 
Characters can heal either by natural or magical means. Natural healing is slow, but 
it’s available to all characters, regardless of class. Magical healing may or may not 
be avc^ilable. depending on the presence (or eibsence) of spellcasters or magical 
devices. The only limit to the amount of damage a character can recover tlirough 
healing is the maximum hit points the character has. (Note: some necromantic 
spells can improve maximum hit t^oints. but only for a limited period of time.) 

Natural Healing: Characters heal naturally at a rate of several hit points per period 
(eight hours) of rest. Rest is defined as low activity. If a character rests in a 
comfortable room in an inn. he or she will recover progressively more hit [)oints 
the better the room - but of course this costs more. Camping in the wilds will allow 
for memorization of spells, but will not allow many hit points to be regained. 

Resting is only possible when there are no enemies within visible range of your 
party - if there are. you must move away, or make them your friends (Chctrm. 
dialogue, etc.) before you can rest. Some creatures may attack your party while 
resting; if this happens, you will not heal or memorize spells. 

Magical Healing: Healing spells, potions, and magical devices can speed the 
process of healing considerably. The specifics of such magical healing methods are 
described in the spell descriptions below. By using these methods, wounds close 
instantly and vigor is restored. The effects are immediate. 
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j^agic al healing is particularly useful in the midst of combat or in preparation for a 
dangt'rous encounter. Remember, however that the characters’ opponents are just 
as likely to have access to magical healing as the characters - an evil high priest is 
likelN’ to carry healing spells to bestow on his own followers and guards. Healing 
occurs to the maximum hit point total for a given character only, never beyond this. 

Raising the Dead: Curative and healing spells have no effect on a dead character - 
tie can only be returned to life with a Raise Dead or Resurrection spell (or a device 
tiiat accomplishes one of these effects). A newly raised character will be quite 
weak (one hit point) and will rec|uire additional healing to be effective in combat. 

paralysis: A character or creature affected by paralysis becomes totally immobile 
for the duration of the spell’s effect. The victim can breathe, think, see. and hear, 
pul he is uricible to speak or move in any manner. 

poison: A character or creature that is attacked with a poisoned weapon or by a 
venomous creature must make a saving throw vs poison. Detrending on the type 
of poison, this saving throw will either negate the effects of the poison or lessen 
them. Poisons are usually deadly within hours, so finding quick treatment is 
recommended. 

Experience and Gaining Levels 

e very time a character goes on an adventure he learns something. He may 
learn a little more about his physical limits, encounter a creature he has 
never seen before, try a spell as yet unused, or discover a new peculiarity of 
nature. A character also improves by increasing his power - as levels are gained. 
nev\' hit points, more spells, or a better chance to hit with an attack can be 
achieved. These gains are made by earning experience points (XP). An experience 
point is a concrete measure of a character’s improvement. It represents a host of 
abstract factors: increased confidence, physical exercise, insight, and on-the-job 
training, when a character earns enough experience points to advance to the next 
experienc e level, these abstract factors translate into a measurable improvement in 
the abilities of the character. Just what areas improve and how quickly 
improvement occurs all dej^end on the character’s class. 

Group Experience Awards - Quest Experience 

Experience points are earned through the activities of the characters, which 
generalK’ relate to their adventuring goals. Thus all characters on an adventure 
receive some experience points for overcoming their enemies or obstacles. The 
experience gained for slaying monsters and finishing ctuests is shared ecjually 
between the characters in your party. 

Experience Points for Multi- and Dual Classed Characters in 
Baldur’s Gate 

Muiticlassed characters (non humans) have multiple classes that are defined when 
they are created. They gain in levels in either two or three classes for their entire 
careers, and can use the abilities of any of their classes at any time. Experience 
points are evenly divided among all of their classes, and they gain in levels 
according to the experience point tables for each class. 

Dual classed characters choose to focus on a second career at some point. At this 
point they stop gaining levels in their original class, and start gaining levels in a 
new class. They cannot, however, use any of the abilities of their old class until 
they have gained at least one more level in their new class than in their old class. 
After this point, they can choose freely between the abilities of each class. 
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The availatDle abilities for both multi and dual classed characters are shown by the 
available buttons at the bottom of the main interface screen when that character is 
selected. There is one proviso for both multi- and dual classed characters, however 
- if they are wearing armor or using weapons that are not allowed by one of their 
classes, their abilities in that class are disabled (dimmed) until they stop wearing 
that armor or using that weapon. 


Character Attributes 

e very person in the Realms has defining traits which set them apart from all 
others. The most pronounced differences will be in the areas of Race, Class, 
and Abilities. 

Race 

Race defines the characters species: human, elf, dwarf, gnome, half-elf, or halfling. 
Race puts some limitations on the character's Class. 

Human: Humans are the predominant race in Faeain. Humans rule most of the 
significant empires and kingdoms in the Forgotten Realms. They are the most 
social ctnd tolerant of races, excepting perhaps the halflings. The only special abilit\' 
that a human possesses is that they may advance as any class, and advance to 
any level. 

Dwarves: Dwarves are short stocky fellows, easily identifiable by their size and 
shape. They have ruddy cheeks, dark eyes, and dark hair. Dwarves tend to be 
dour and taciturn. Dwarves have a natural resistance to magic and poison. They 
possess infravision, which allows them to see in the dark. They gain a bonus to 
their Constitution, but incur a penalty to their Charisma and Dexterity. 

Elves: Elves tend to be shorter and slimmer than normal humans. Their features 
are finely chiseled and delicate, and they speak in melodic tones. Elves are looked 
upon as being frivolous and aloof Elves have a natural resistance to charm and 
sleep magics. They can see in the dark with infravision, and they are very skilled in 
the use of the bow and long sword. They have a bonus to their Dexterity, but incur 
a penalty to their Constitution. 

Gnomes: Kin to dwarves, gnomes ctre noticeaf^ly smaller than their distant 
cousins. Gnomes, as they proudly maintain, are also less rotund than dwarves. 
Most have dark tan or brown skin, white hair, and rather large noses. Gnomes 
have natural resistance to magic. They can see in the dark with infravision. They 
gain a bonus to their Intelligence scores, but incur a penalty to their Wisdom. 

Halflings: Halflings are short, generally plumf) people, very much like small 
humans. Their faces are round and broad, and often quite florid. Their hair is 
typically curly, and the tops of their feet are covered with coarse hair. Halflings are 
highly resistant to poisons and rnttgic. They are naturally skilled with slings as 
weapons, and have a limited ability to see in the dark. They receive a bonus to 
their Dexterity, and incur a penalty to their Strength. 

Half-Elves: Half-elves are a mix of human and elven blood. They are handsome 
folk, with good features of each of their races. A half-elf has the curiosity, 
inventiveness, and ambition of their human ancestors, and the refined senses, love 
of nature, and artistic tastes of their elven ancestors. Half-elves have a limited 
resistance to Charm and Sleep spells. They can see in the dark with infravision. 
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yvbility Scores 

^ilitv' scores are the six natural traits that represent the basic definition of a 
character. See Table l on pages 77-79 for ability bonuses and penalties. 

Strength: Strength measures a character’s muscle, endurance, and stamina. Ii is 
the prime requisite of warriors. 

constitution: Constitution measures a character’s fitness, health, and physical 
jesistancc' to hardship, injury, and disease. 

Dexterity: Dexterity measures a character’s hand-eye coordination, agility, reflexes 
and balance. It is the prime requisite of the thief 

intelligence: Intelligence measures a character’s memory, reasoning, and learning 
ability, it is the prime requisite of the mage. 

Wisdom: Wisdom measures a character’s enlightenment. Judgement, and 
common sense. It is the prime requisite of priests. 

Charisma: Charisma measures a character’s persuasiveness, {personal magnetism, 

and ability to lead. This ability is important to the druid, bard and paladin. 

Class 

A character’s class is similar to a profession or career. It is what your character has 
worked and trained at while growing up. The character classes are divided into 
four groups according to general occupations: warrior, wizard, priest, and rogue. 
Within each group are several similar character classes. 

Multiclassed characters are available to non-humans only. Human characters can 
choose' to become dual class later in the game. 

Warriors 

Fighter: The fighter is a champion, swordsman, soldier, and brawler. He lives or 
dies by his knowledge of weapons and tactics. Fighters can be found at the front 
of any battle, contesting toe-to-toe with monsters and villains. A good fighter needs 
to be strong and healthy if he hopes to survive. 

Special Ai)ilities: Advanced Weapon Specialization 
Restrictions: None 

Ranger: The ranger is a hunter and a woodsman. He is skilled with weapons and 
is knowledgealMe in tracking and woodcraft. The ranger often protects and guides 
lost travelers and honest peasant-folk. A ranger needs to be strong and wise in the 
ways of nature to live a full life. 

Special Al)ilities: Weapon Specictlization. Racial Enemy. Stealth, charm 
person/mammal 

Restrictions: Human or Half-Elf only, must be of Good alignment 

Paladin: A paladin is a warrior bold and pure, the exemplar of everything good 
and tme. Like the fighter, the paladin is a man of combat. However, the paladin 
lives for the ideals of righteousness, Justice, honesty, piety, and chivalry. He strives 
to be a living example of these virtues so that others might learn from him as well 
as gain by his actions. 

Special Al:)ilities: Weapon St)ecialization. Lay Hands. Turn Undead, -h2 all 
Saving Throws. Protection from Evil. Detect Evil 

Restrictions: Human only, must maintain LawTul Good alignment 
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Priests 

Cleric: The cleric is a generic priest (of any mythos) who tends to the spiritual 
needs of a community. He is both |)rotector and healer. He is not purely defensive, 
however. When evil threatens, the cleric is well suited to seek it out on its own 
ground and destroy it. 

Special Abilities: Turn Undead . Spell Casting 
Restrictions: Can not use bladed or piercing weapons. 

Druid: The dmid serves the cause of nature and neutrality; the wilderness is his 
community. He uses his special tx)wers to protect it and to preserve balance in the 
world. 

Special Abilities: Shape Change, Spell Casting 

Restrictions: Human or Half-Elf only; leather c^rmor and bucklers only; can 
only wield clubs, darts, spears, daggers, slings, and staffs. 

Rogues 

Thief: To accomplish his goals, for good or ill. the thief is a skilled pilferer. Cunning, 
nimbleness, and stealth are his hallmarks. Whether he turns his talent against 
innocent passers-by and wealthy merchants or oppressors and monsters is a 
choice for the thief to make. There are four thief cil^ilities in Baldur’s Gate. At first 
level a thief character will receive 30 points to allocate among his abilities. Every 
level thereafter he will gain an extra 20 points. See Table 2 on pg 80 to see how a 
thiefs abilities are modified according to race and dexterity. 

Special Abilities: Stealth (and Backstab). Pick Pockets. Pick Locks. Find Traps, 
Remove Traps 

Restrictions: cannot be of Lawful (3ood alignment; cannot wear any amior 
other than leather or studded leather cannot use any shield except for 
bucklers; can only wield clubs, daggers, darts, crossbows, short 
bows, slings, long swords, short swords, and quarterstaffs 

Bard: Ttie bard is also a rogue, but he is very different from the tliief. His strength 
is his plecisant and charming personality. With it and his wits he makes his way 
through the world. A bard is a talented musician and a walking storehouse of 
gossip, tall tales, and lore. He learns a little f)it at)out everything that crosses his 
t)ath; he is a jack-of-all- trades but master of none. While many bards are 
scoundrels, their stories and songs are welcome almost everywhere. 

Special Af)ilities: Pick Pockets. Bard Songs. StxMl Casting. High Lore ability. 

Restrictions: Human and Half-Elf only; must be of t3artially Neutral alignment; 
cannot use a shield or armor heavier than chainmail. 

Wizards 

Mage: The wizard strives to be a master of magiccil energies, shat^ing them and 
casting them as spells. To do so. he studies strange tongues atid obscure facts 
and devotes much of his time to magical research. A wizard must rely on 
knowledge and wit to survive. Wizards are rarely seen adventuring without a 
retinue of fighters and men-at-arms. Because there are different types (or schools) 
of magic, there are different types of wizards. 

The generalist mage studies all types of magic and learns a wide variety of spells. 
His broad range makes him well suited to tlie demands of adventuring. 

Si^ecial Al3ilities: Spell Casting 

Restrictions, cannot wear armor, can only wield daggers, staffs, darts, and slings 
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specialist Wizards: Mages that s|)ecialize in a specific school of magic are allowed 
to memorize an extra st^ell of each level (once they are able to use spells of the 
^propriaic' level). They are prohibited from learning spells in their oppositic^n 
schools, and cannot be combined in a multiclass character (though gnomish 
characters can become Figher/lllusionists). Human specialist wizards can dual 
class if they wish. 

see Tal)le 4 on pg 8 1 for opposition schools. 

Abjurcr: A wizard who specializes in protective magics. 

CoRjurer: A wizard who specializes in creating creatures and objects to assist him. 
Diviner: A wizard who specializes in detection and divining magics. 

Enchanter: A wizard who specializes in manipulating the minds of sentient l^eings. 
Illusionist: A wizard who specializes in creating illusions to confuse and mislead. 
Invoker: A wizard who specializes in Invocation/Evocation magic. 
Necromancer: A wizard who specializes in magic dealing with death. 
Transmuter: A wizard who specializes in magic that alters physical reality. 

Mulriclassed Characters (nonhuman) 

Fighter/Thief: This character can use the abilities of a thief and a fighter, though 
the\' cannot use their thieving skills while wearing more than studded leather armor. 

Fighter/Cleric: This character can use the abilities of a fighter and a cleric, though 
weat)ons are restricted to only those allowed by the cleric’s ethos. 

Fighter/Druid: This character can use the abilities of a fighter and dmid. though 
weapons are restricted to only those allowed by the dmid’s ethos. 

Fighter/Mage: This character can use the abilities of a fighter and a mage, though 
the'v cannot cast spells while wearing armor. Gnomes can choose this multi-class, 
but become fighter/illusionists by default. Gnomes are the only race that can 
combine a specialist mage class in a multi-class. 

Fight er/Mage/Cleric: This character can use the abilities of a fighter, mage, and 
cleric, though they cannot cast spells while wearing any armor, and are 

restricted to weapons allowed by the cleric’s ethos. 

Fighter/Mage/Thief: This character can use the abilities of a fighter, mage, and 
thief. Tliey cannot use their thieving skills while wearing studded leather, and 
cannot cast spells while wearing any armor at all. 

Mage/Clerlc: This character can use the abilities of a mage and a cleric, though 
Weapons are restricted to only those cillowed by the clerics ethos, and mage spells 
cannot be cast while wearing armor.. 

Mage/Thief: This character can use the abilities of a mage and thief, though 
Weapons are restricted to only those mage spells cannot be cast while 
Wearing armor. 

Cleric/Rangcr: This character can use the abilities of a cleric and ranger, though 
Weapons are restricted only those cillowed by the cleric’s ethos. 

Thief/CIcric: This character can use the abilities of a thief and cleric, though 
Weations are restricted to only those allowed by the cleric’s ethos. 
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Alignments 

Alignment reflects a character’s basic attitude toward society and the forces of the 
universe. There are nine different alignments, and each is described below: 

Lawful Good: Characters of this alignment believe that an orderly, strong society 
with a moral government can work to make life better for the majority of the 
people. When people respect the laws and try to help one another, society as a 
whole [prospers . Therefore, lawful good characters strive for those things that will 
bring the greatest benefit to the most people and cause the least harm. Lawful 
good characters keep their word. 

Neutral Good: These characters believe that a balance of forces is important, but 
that the concerns of law and chaos do not moderate the need for good. Since the 
universe is vast and contains many creatures striving for different goals, a 
determined pursuit of good will not upset the bctlance: it may even maintain it. If 
fostering good means supporting organized society, then that is wliat must be 
done. If good can only come about through the overthrow of existing social order, 
so be it. Social stmcture itself has no innate value to them. 

Chaotic Good: Chaotic good characters are strong individualists marked by a 
streak of kindness and benevolence. They believe in all the virtues of goodness 
and right, but they have little use for laws and regulations. They have no use for 
peoi^le who "try to push folk around and tell them what to do." Their actions are 
guided by their own moral compass which, although good, may not always be in 
perfect agreement with the rest of society. 

Lawful Neutral: Order and organization are of t^aramount importcince to characters 
of this alignment. They believe in a strong, well-ordered government, whether that 
government is a tyranny or benevolent democracy. Laws must be created and 
obeyed. The benefits of organization and regimentation far outweigh any moral 
questions raised by their actions. An oath is binding, regardless of consequences. 

A completely impartial magistrate, or a soldier who never questions his orders are 
good examples of lawful neutral behavior. 

(True) Neutral: Trite neutral characters believe in the ultimate balance of forces, 
and they refuse to see actions as either good or evil. True neutrals do their best to 
avoid siding with the forces of either good or evil, law or chaos. It is their duty to 
see that all of these forces remain in balanced contention. True neutral characters 
sometimes find themselves forced into rather peculiar alliances. To a great extent, 
they side witli the underdog, sometimes even changing sides as the t^revious loser 
becomes the winner. A true neutral druid might join the local barony to put down a 
tribe of evil gnolls. only to drop out or switch sides when the gnolls were brought 
to the brink of destruction. 

Chaotic Neutral: Chaotic neutral characters believe that there is no order to 
anything, including their own actions. With this as a guiding t^rinciple, they tend to 
follow whatever whim strikes them at the moment. Good and evil are irrelevant 
when making a decision. Chaotic neutral cliaracters are extremely difficult to deal 
with. Such characters have been known to cheerfully and for no apparent 
t^urpose gamble away everything they have on the roil of a single die. They are 
extremely unreliable. 

Lawful Evil: These characters believe striicture and organization elevate those 
wlio deserve to rule. They j^refer a clearly defined hierarchy between master and 
servant. If someone is hurt or suffers because of a law that benefits lawful evil 
characters, too bad. Lawful evil characters obey laws out of fear of punishment or 
I3ride of power. Because they honor any contract or oath they have made, lawful 


1 50 


ITcilbcjw’s (^ate 


^vil characters are very careful about giving their word. Once given, they break 
tlicir word only if they can find a way to do it legally, within the laws of the society. 

{ijeutral Evil: Neutral evil characters are primarily concerned with themselves and 
Iheir own advancement. Their only interest is in getting ahead. If there is a quick 
and easy way to gain a profit, whether it be legal, questionable, or obviously 
Illegal, they take advantage of it. Although neutral evil characters do not have the 
ever\^*man for-himself attitude of chaotic evil characters, they have no qualms about 
t>etraying their friends and companions for personal gain. They typically base their 
aUegini^ce on power and money, which maikes them quite receptive to bribes. 

Chaotic Evil: Chaotic evil characters are motivated by the desire for personal gain 
and pleasure. The strong have the right to take what they want, and the weak are 
there to be exploited. When chaotic evil characters band together, they are not 
motivated by a desire to cooperate, but rather to oppose powerful enemies. Such a 
grout) can be held together only by a strong leader capable of bullying his 
underlings into obedience. Since leadership is based on raw power, a leader is 
liKelv' to be replaced at the first sign of weakness by anyone who can take his 
position away from him by any method. 

Weapon Proficiencies 

Weat)on proficiency represents a character’s knowledge and training with a specific 
weat>on. When a character is created he or she has a few initial slots which must 
be filled immediately before the character embarks on his first adventure. A 
charac ter can assign weapon proficiency slots only to those weapons allowed by 
his or her character class. As a character reaches higher experience levels, he also 
earns additional weapon proficiency points that can be assigned. The rate at which 
proficiencies are gained depends on the character’s class. Warriors, who 
concentrate on their mcirtial skills, learn to handle a great number of weapons. 

They gain weapon proficiencies quickly. Wizards, who spend their time studying 
magical arts, have little time to practice with weapons. They gain additional 
weapon proficiencies very slowly. 

A character who has a specific weapon proficiency is skilled with that weapon and 
familiar with its use. Hence, if you have assigned one proficiency point to a 
character, he or she can attack without penalty using that weapon. If you equip a 
character with a weapon that he or she is not proficient with, a - 1 to hit and - 1 
damage penalty applies. 

Proficiencies 

Proficiencies are a character’s trained abilities with weapons. If a character lacks a 
proficiencN' with a type of weapon, they receive penalty when using it. Warrior 
characters can specialize in weapons, which allow them bonuses when using 
weapons of that type. 

Bow: This weapon class allows the character to use long bows, composite bows, 
and short bows. Only fighters, rangers, and paladins can use the composite long 
bow. Thieves can choose this category, but are restricted to short bows only. 

Spiked Weapons: This weapon class allows the character to use morning stars 
and flails. 

Small Sword: This weapon class allows the character to use daggers and sliort 
swords. A mage or druid can select this class, but they are restricted to daggers only 

Large Sword: This weapon class allows the character to use bastard swords, TWo- 
bandecl swords, and long swords. The thief is able to take this weapon class, but 
be is only allowed to use the long sword. 
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Axe: This weapon class allows the character to use battle axes and throwing axes. 

Blunt Weapons: This weapon class allow the character to use maces, clubs, 
warhammers, and the staff. Datids and thieves can choose this category, but are 
limited to the club and staff only. Mages can choose this category, but are limited to 
the staff alone. 

Missile Weapons: This weapon class allows the character to use slings, darts, 
and crossbows. Mages, druids, and thieves can choose this category but are 
restricted to slings and darts. Clerics can choose this category but are restricted 
to slings alone. 

Spear: This weapon class allows the character to use spears and halberds. Druids 
can choose this category, but are restricted to spears only. 

Special Abilities 

Find Traps: Thieves can select the find trat^s mode, and they will continually look 
around for traps. The traps have a random chance of being found by the tliief at 
any time, so moving slowly can make finding more likely. If a thief chooses any 
other action, he is unable to find traps until this mode is reselected. 

Detecting Secret Doors: Each character has their secret door detection ability on 
at all times. Their chances are calculated using the following: 

Mage: 5% Thief: 15% Fighter: 10% Cleric: 10% 

Depending on Race, they also get a bonus: 

Elf: 20% Dwarf: 10% Halfling: 5% 

When a thief has his find traps ability on. he has a loo% chance to detect 
secret doors. 

Druidic Shape Change: At higher levels druids can change their shape into three 
different animals, each once i3er day. They can choose to transform into either a 
brown bear, black bear, or wolf. The animals will perhaps have more hit points, 
faster movement rates, or claw and bite attacks that are quite damaging. These 
can come in quite handy in combat situations. 

Racial Enemy: Rangers tend to focus their efforts against one particular type of 
creature. When the ranger encounters that enemy, he gains a -i-4 bonus to his 
attack rolls. However, the Ranger suffers a -4 penalty to all encounter reactions witii 
these creatures as well. 

Hit Dice: As characters go up levels, their number of hit points increase based on 
their Hit Dice. Each class has a different hit die which reflects their ability to avoid 
damage in combat. For example, fighters have a dio, which indicates that they 
gain between I and lO hit points when going up a level. A mage, on the other 
hand, being a poor fighter, gains only l to 4 hit points when going ui) a level. The 
number of Hit Dice each class receives is shown on pg 8 1 . 

Identify Items: Whenever you R-click on an item, the lore skill of your character is 
compared to the lore value of the item under consideration. If the lore skill is high 
enough, you successfully identify the item so that you can see what it does. If you 
cannot identify an item with any of your characters you can always cast the 
Identify item or take the item to a store or temple and have it identified (for a price!). 

Infravision: Infravision allows you to see more clearly in the dark by revealing the 
heat generated by bodies. All warm blooded creatures appear as red shapes if 
they are in the dark, at night. Undead or cold blooded creatures are not affected 
by this s^x3ll or ability. Elves, half elves, gnomes, and dwarves use this ability 
automatically at night or in dark conditions. Mages can cast it as a spell. 
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Hands: A paladin can heal himself or others by laying his hands upon them. A 
paladin can heal 2 hit points per experience level in this manner. This ability is 
ysabk' once per day. 

LX>re: Each character has a lore rating. Every item has a lore value. If a character’s 
lore rating is equivalent or higher than an items lore value, then he may identify 
that item. As characters gain levels, they are able to identify items based on their 
experience. This is listed in the table below: 

gard: 10 lore rating per level. 

Xhit'f: 3 lore rating per level. 

Mage: 3 lore rating per level. 

All other classes: 1 lore rating per level. 

The player receives bonuses and penalties to their lore based on their Intelligence 
and Wisdom. The modifier is not cumulative with each level, but each ability bonus 
is applied separately. It is a one time bonus at character creation. See the tables on 
page 79 for ability bonuses and modifiers. 

Magic Resistance: Magic resistance enables a creature to ignore the effects of spells 
and spell-like powers. If a creature fails to avoid a spell due to magic resistance, he 
or she can still make a saving throw against that spell to avoid the effects. 

protection from Evil: Paladins have an innate ability to provide protection from the 
forces of evil. They can use this ability at will through the Special Abilities button. 
Tlie effect is identical to the l st-level wizard spell Protection from Evil. 

Specialization: Fighters, paladins, and rangers can train and hone their weapons 
skills to higher levels than other classes. This is accomplished by assigning more 
Iproficieneies to a single weapon. The effects of specialization are shown below: 


Level of 
Proficiency 

Points Spent 

Bonus To Hit 

Bonus Damage 

Attacks per Round** 

Profideni 

1 

0 

0 

1 

Specicilizecl* 

2 

+ 1 

+2 

3/2 

Master 

3 

+3 

+3 

3/2 

High Master 

4 

+3 

-l•4 

3/2 

Grand Master 

5 

+3 

+5 

2 


*Note that paladins and rangers cannot hone their weapon skills beyond 
’’specialized.” 

**Note that this refers to attacks with melee weapons only, and that Fighters, 
Rangers, and l^ladins also gain an extra attack at level 7. 

Spell Casting: See Magic and the Spell System in Baldur’s Gate on pg 54. 

Stealth (Hide in Shadows/Move Silently) and Backstab: Thieves can choose to 
enter the stealth mode - effectively becoming invisible for a time - by selecting the 
stealth mode. Once invisible, their next attack is a backstab for either 2x. 3x, or 4x 
damage - depending on the level of the thief. Moving around risks detection. As 
Well, once a thief attacks the stealth mode is ended until successfully reselected. The 
thief must be out of his enemy’s direct line of sight before he can hide once more. 

Thieving (Pick Pockets, Open Locks, Remove Traps): Thieves can t)ick pockets 
(random chance of an item carried by the hapless victim), pick locks, and remove traps 
^ well. This is achieved by selecting the thieving button and clicking on the target. 


53 


Turning Undead: One important, and potentially life-saving, comloat ability availaljlc* 
to priests and paladins is the ability to turn undead. Druids cannot turn undead. 
Through the priest or paladin, the deity manifests a portion of its power, terrifying 
evil, undead creatures or blasting them right out of existence. However, since the 
power must be channeled through a mortal vessel, success is not always assured. 
This al)ility is a mode selection for that character - nothing else can be attempted 
while he or she is attempting to turn undead. Good priests and paladins can turn 
undead so they lose morale and run away, or (less often) destroy them outright. 

Evil priests can sometimes gain control of undead, who can then perform actions 
for the priest. 


Magic and the Spell System 

S ome of the most [X)werfiil weapons player characters have at their disposal in 
the AD&D game are magical spells. Through spells a player character can call 
lightning out of the sky, heal grievous injuries, hurl explosive balls of fire, and 
learn secrets long forgotten. At the levels of characters in Baldur’s Gate, magic and 
spells are somewhat more modest (only 1st- througlt 4th-level spells are leamabk'. 
though some 4th- and sth-level spells are available for use via scrolls and by 
NPC’s). Not every character is capable of casting spells, however. Wizards 
(including specialists) and priests (or their cousins, the druids) can cast Wizard and 
Priest sf)ells, respectively. A few character classes have a limited ability to cast 
spells in addition to their other attributes. Regardless of their source, all spells fall 
into the categories of Wizard or Priest. 


Wizard Spells 

Wizard spells range from spells of simple utility to great and powerful magics. 
Although characters can use spells, the workings of magic are dimly understood at 
best. For the most jDart, it is enough to know that "when you do this, that 
happens." 

Casting a wizard spell is a complicated ordeal. First, a wizard can only use spells 
from his spell book. Beginning wizards start with only a few basic spells: over 
time, they obtain spell scrolls to add to their magical knowledge. (To add the spell 
found on a scroll to his spell book, the wizard must scribe it into the book - this is 
done from the Item Information page, which is brought up by R-clicking on a spell 
scroll). A wizard’s mind can comprehend only a certain number of sj^ells. The 
number of sj^ells he can have in his book is limited by his Intelligence. 

Ultimately, it is daily spell memorization that is most important. Every day, the 
wizard must memorize spells from his spellbook. To draw on magical energy, the 
wizard must shape specific mental patterns in his mind. He uses his spell book to 
force his mind through mental exercises, preparing it to hold the final twisted 
patterns. This process is called memorization. Once a wizard memorizes a spell, it 
remains in his memory (as potential energy) until he uses the prescribed words, 
motions, and components to trigger the release of the energy. Upon casting, the 
energy of the spell is spent, wiped clean from the wizard’s mind - lost until the 
wizard studies and memorizes that spell again. The number of spells a wizard can 
memorize is given by his level; he can memorize the same spell more than once, 
but each memorization counts as one spell toward his daily memorization limit. 
Memorization is not a thing that happens immediately. The wizard must have a 
clear head gained from a restful night’s sleep and then must spend time studying 
his spell book. Spells remain memorized until they are cast or wiped from the 
character’s mind at the spell memorization screen. 
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[ priest Spells 

flic spells of a priest, while sometimes having powers similar to those of the 
vv^izard. are quite different. The priest’s role, more often than not, is as defender and 
guicic for others. Thus the majority of his spells work to aid others or provide some 
^rvic't' to the community. Few of his spells are tmly offensive, but many can be 
I jjsed cleverly to protect or defend. The knowledge of what spells are available to 
the priest becomes instantly clear as soon as he advances in level.This knowledge 
and the power for the spells themselves are bestowed by the priest’s deity. Priests 
Memorize their spells in a similar way to wizards, but they do not have to use a 
spc‘11 book. Instead, once they gain access to a level of spells granted by the 
powers they worshi[D. they can memorize any spells from the priest spells in this 
level, up to their maximum memorizable number of priest spells. Priests must pray 
(this is done when the party rests, much as a wizard memorizes spells when the 
part\' rests) to obtain spells. 

Schools of Magic 

Although all wizard and priest spells are learned and memorized the same way. 
they fall into nine different schools of magic. A school of magic is a group of 
related spells. 

Abjuration spells are specialized protective spells. 

Alteration spells cause a change in the properties of some already existing thing, 
creature, or condition. 

Coixjuration/Sumnioning spells bring something to the caster from elsewhere. 
•|jConJuration nomnally produces matter or items from some other place. Summoning 
t enables the caster to compel living creatures and powers to appear in his presence 
or to channel extraplanar energies through himself. 

Enchantnient/Charm spells cause a change in the quality of an item or the attitude 
of a person or creature. Enchantments can bestow magical properties on ordinary 
items, while charms can unduly infiuence the behavior of beings. 

Divination spells enable the wizard to learn secrets long forgotten, to predict the 
future, and to uncover things hidden or cloaked by spells. 

Illusion spells deceive the senses or minds of others. 

Invocation/Evocation spells channel magical energy to create specific effects and 
materials. Invocation normally relies on the intervention of some higher agency (to 
whom the spell is addressed), while evocation enables the caster to directly shape 
the energy. 

Necromancy is one of the most restrictive of all spell schools. It deals with de^d 
things or the restoration of life, limbs, or vitality to living creatures. 

Offensive spell Icons are red, defensive spell icons are blue, and information 
spell icons are white. 


Spells in Baldur’s Gate - by level 


C he spells are organized according to their group (priest or wizard) and level. 
Within each level, the spells are arranged alphabetically. At the start of each 
spell description is the following important game information: 

Name': Each spell is identified by name. In parentheses after the name is the 
:,^ho()l to which that spell belongs. When more than one is listed, that spell is 
J3ommon to all schools given. 
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School: In parentheses after the spell name is the name of the school of magic to 
which the spell belongs. For wizard spells, this defines which spells a wizard 
specialist can learn, depending on the wizard’s school of specialization. For priesi 
spells, the school notation is used only for reference purposes, to indicate which 
school the spell is considered to belong to. The spells of a given school have 
similar colors and casting effects ~ so you can gauge what an enemy is casting b\' 
the color and appearance of the effects as he casts it. 

Range: This lists the distance from the caster at which the spell effect occurs or 
begins, in feet. A "O" indicates the spell can be used on the caster only, with the 
effect embodied within or emanating from him. "Touch” means the caster can use 
the spell on others if he can physically touch them (that is. score a successful to 
hit roll). 

Duration: This lists how long the magical energy of the spell lasts. Spells of 
instantaneous duration come and go the moment they are cast, cilthough the 
results of these spells may be permanent and unchangeable by normal means. 
Spells of pemianent duration last until the effects are negated by some means, 
usually by a dispel magic. Some spells have a variable duration. 

Casting Time: This represents a fraction of the spell caster’s six second personal 
initiative round which is used performing the chants and motions necessary to cast 
the spell. This time is exactly equivalent to the speed factor of a weapon. The spell 
casting time is varied by an initiative roll that is performed each time a spell is cast. 

Area of Effect: This lists what is affected by the spell, be it an area, or a group of 
creatures. Some spells (such as bless) affect the friends or enemies of the caster, in 
all cases, this refers to the perception of the caster at the time the spell is cast. 

Saving Throw: This lists whether the spell allows the target a saving throw and the 
effect of a successful save: "Neg." results in the spell having no effect; "1/2" means 
the character suffers half the normal amount of damage; "None" means no saving 
throw is allowed. 

Spell Description: The text provides a complete description of how the spell functions 


Mage Spells - Level l 


Area of Effect: The caster 
Saving Throw: None 


Armor (Coryuration) 

Range: O 
Duration: 1 0 turns 
Casting Time: 1 round 

By means of this si^ell, the wizard creates a magical field of force that serves as if ii 
was scale mail ctrmor (AC 6). Its effects are cumulative with Dexterity and, in the 
case of fighter/mages. with the shield bonus. The Armor spell does not hinder 
movement, adds no weight or encumbrance, nor does it prevent spell casting. 


Blindness (Iliusion/Phantasm) 

Range: Sight of caster Area of Effect: 1 creature 

Duration: lO minutes Saving Throw: Neg. 

Casting Time: 2 

This spell blinds its target. A saving throw is allowed, and if successful there are 
no harmful effects. If a victim is blinded he receives -4 to hit on his attack rolls, 
and has a 4 point Armor Class penalty. 
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[ Burning Hands (Alteration) 

Range: o Area of Effect: The caster 

Duration: Instantaneous Saving Throw: 1/2 

Casting Time: 1 

yVhen the wizard casts this spell, a jet of searing flame shoots from his fingertips. 

creature in the area of the flames suffers ld3 hit points of dcimage, plus 2 
points for each level of experience of the spell- caster, to a maximum of l d3 + 20 
^ints of fire damage. Those successfully saving vs. st)ell receive half damage. 

Charm Person (Enchantment/Charm) 

Range: Sight of caster Area of Effect: 1 person 

Duration: 1 7 turns Saving Throw: Neg. 

Casting Time: 1 

This spell affects any single person it is cast upon. The term "person" includes any 
pipecial human, demihuman, or humanoid of man-size or smaller, such as 
^rownics. dryads, dwarves, elves, gnolls. gnomes, goblins, half-elves, halflings. 
half-ores, hobgoblins, humans, kobolds. lizard men, nixies, ores, pixies, sprites, 
pfoglodx'tes. and others. Thus, a loth-level fighter could be charmed, but an ogre 
could not. The person receives a saving throw vs. spell to avoid the effect. 

A recipient who fails a saving throw vs. spell regards the caster as a trusted friend 
and ally to be heeded and protected. The caster may give him orders, and the 
gsharmed individual will carry them out as quickly as possible. 

If the caster harms, or attempts to harm, the charmed person by some overt 
action, or if a dispel magic spell is successfully cast upon the charmed person, the 
Charm Person spell is broken. 

Chill Touch (Necromancy) 

Range: O Area of Effect: The caster 

Duration: 10 rounds Saving Throw: Neg. 

Casting Time: 1 

When the caster completes this spell, a blue glow encompasses his hand. This 
energy attacks the life force of any living creature upon which the wizard makes a 
(^ccessful melee attack. The touched creature must make a saving throw vs. spell 
or suffer 1 -8 points of damage and receive a -2 THACO modifier. 

Chromatic Orb (Evocation) 

Range: Sight of caster Area of Effect: 1 creature 

Duration: sj)ecial Saving Throw: Neg. 

Casting Time: l 

This spell causes a 4-inch-diameter sphere to appear in the caster’s hand. When 
throv\ n. the sphere heads unerringly to its target. The effect the orb has upon the 
target varies with the level of the mage who cast the spell. A ist-level sphere 
inflicts 1 -4 detmage and blinds the target for one round. A 2nd-level sphere inflicts 
1-6 damage and inflicts pain upon the victim. A 3rd-level sphere deals 1-8 damage 
and burns the victim. A 4th-level sphere deals l-io damage and blinds the target 
for 1 o rounds. A sth-level sphere deals 1-12 damage and stuns the target for 3 
rounds. The eth-level sphere deals 2-16 damage and causes weakness in the 
Victim. The 7th-level sphere deals 2-16 damage and paralyzes the victim for 20 
rounds. A save against this spell negates both the damage and the other effects. 
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Area of Effect: 5’ x 20’ x 20’ wedge 
Saving Throw: Neg. 


Color Spray (Alteration) 

Range: O 

Duration: Instantaneous 
Casting Time: 1 

Upon casting this spell, the wizard causes a vivid, fan-shaped spray of clashing 
colors to spring forth from his hand. From one to six creatures ( l d6) within the area 
are affected in order of increasing distance from the wizard. All creatures in the 
area must make a saving tlirow or be rendered unconscious. 


Friends (Enchantment/Charm) 

Range: o 

Duration: 1 d4 rounds 
+ I round/level 
Casting Time: 1 

A Friends spell causes the wizard to temporarily gain 2d4 points of Charisma. 


Area of Effect: The caster 
Saving Throw: Special 


Area of Effect: 30’ x 30’ area 
Saving Throw: St^ecicU 




Grease (Coryuration) 

Range: 10 yards 

Duration: 3 rounds + l round/level 
Casting Time: 1 

A Grease spell covers a material surface with a slipt^ery layer of a fatty, greasy 
nature. Any creature entering the area or caught in it when the spell is cast must 
save vs. spell or slip and skid, unable to move at normal rates. Those who remain 
in the area are allowed a saving throw each round until they escape the area. 


Area of Effect: I item 
Saving Throw: None 


Identify (Divination) 

Range: o 

Duration: 1 round/level 
Casting Time: Special 

When an Identify spell is cast, the magical item subsequently touched by the 
wizard can t)e identified. The chance of identifying the item is 1 00%. The spell 
identifies the item’s name, what it does, and if it is cursed. 


Infra vision (Divination) 

Range. O 
Duration: 1 0 turns 
Casting Time: Special 

The recipient of this spell gains the ability to see with infravision, just as an elf or dwarf 


Area of Effect: 1 creature 
Saving Throw: None 


Larloch’s Minor Drain (Necromancy) 

Range: Sight of caster Area of Effect: 1 creature 

Duration: Instant Saving Throw: None 

Casting Time: I 

With this spell the wizard drains the life force from a target and adds it to his own. Tht‘ 
target creature suffers 1-4 damage, while the wizard gains 1-4 hit points. If the wizard 
goes over his maximum hit |X3int total with this spell, he loses them after 10 rounds. 


Magic Missile (Evocation) 

Range: Sight of caster 
Duration: Instantaneous 
Casting Time: 1 

Use of the Magic Missile spell, one of the most |30f)ular Ist-level spells, creates up 
to five missiles of magical energy that dart forth from the wizard’s fingertip and 


Area of Effect: 1 creature 
Saving Throw: None 
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l^erringlN strike tlieir target, which must be a creature of some sort. Each missile 
^flicts ld4+ I points of damage. For every two extra levels of experience, the 
Y^^zard gains an additional missile - he has two at 3rd level, three at 5th level, four 
7tii level, etc., up to a total of five missiles at 9th level. 

protection from Evil (Abjuration) 

Range. Touch Area of Effect: The caster 

Duration: 1 0 rounds Sowing Throw: None 

Casting Time: I 

W^hcn this spell is cast, it creates a magical barrier around the recipient at a 
ijistanc of one foot. The barrier moves with the recipient and has two major 
effects; First, all attacks made by evil or evilly enchanted creatures against the 
■jirotectt'd creature receive a penalty of -2 to each attack roll, and any saving throws 
^uscd by such attacks are made by the j)rotected creature with a +2 bonus. 

protection from Petrification (Abjuration) 

Range: o Area of Effect: 1 creature 

Duration: 3 rounds/level Saving Throw: None 

Casting Time: I 

Tliis spell grants the recipient immunity to all petrification attacks, 
basilisk and medusa gaze, cursed scrolls of petrification, etc. 

Shield (Evocation) 

Range, o Area of Effect: The caster 

Duration: 5 turns Saving Throw: None 

Casting Time: l 

When this spell is cast, an invisible barrier comes into being in front of the wizard. 

It sets the caster’s Armor Class to 4 against normal weaf^ons, and 2 against 
missile' weapons. 

Shocking Grasp (Alteration) 

Range: Touch Area of Effect: 1 creature 

Duration: Special Saving Throw: None 

Casting Time: 1 

When the wizard touches a creature while this spell is in effect, an electrical charge 
will deal l - lO dcimage to the creature. The wizard only has one charge, and once 
an opponent has been touched the spell’s energies have been used. The spell 
always hits unless the mage is dismpted. 

Sleep (Enchantment/Charm) 

Range: Sight of caster Area of Effect: Special 

Duration: 5 rounds/level Saving Throw: Neg. 

Casting Time: 1 

When a wizard casts a Sleep spell, he causes a comatose slumber to come upon 
one or more creatures (other than undead and certain other creatures specifically 
li^cludc-d from the spell’s effects). All creatures to be affected by the Sleep spell 
nnust be within 30 feet of each other. Creatures in the area of effect must make a 
saving throw at a -3 penalty or fall asleep. Monsters with 4+3 Hit Dice (4 Hit Dice 
plus 3 hit points) or more are unaffected. The center of the area of effect is 
petermined by the spellcaster. Magically sleeping opponents can be attacked with 
stantial bonuses. 
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Mage Spells - Level 2 

Agannazar's Scorcher (Evocation) 


Area of Effect: 2 foot by 60-foot jet. 
Saving Throw: None 


Range: 20 yards 
Duration: Instantaneous 
Casting Time: 3 

Utx)n casting tiiis spell a jet of flame appears at the caster’s fingertips and bursts 
out toward one target of the caster’s choice. That target is hit by this flame for 3-i8 
points of damage, as is anyone who stands in the path of the flame. There is no 
saving throw against this spell, though anti-fire capabilities such as fire resistance 
will apply and may reduce or eliminate the damage. 


Area of Effect: The caster 
Saving Throw: None 


Blur (Illusion/Phantasm) 

Range: O 

Duration: 3 rounds + 1 round/level 
Coasting Time: 2 

Wlien a Blur spell is cast , the wizard causes the outline of his form to become 
blurred, shifting and wavering. This distortion causes all missile and melee combai 
attacks against the caster to be made with -3 i^enalties. The wizard also gains a 
-I- 1 to all of his saving throws. 


Detect Invisibility (Divination) 

Range: 10 yards/level Area of Effect: Special 

Duration: 4 turns Saving Throw: None 

Casting Time: 2 

When the wizard casts a Detect Invisibility spell, he is able to see clearly any 
objects or beings that are invisible, as well as any that are astral, ethereal, or out of 
phase. In ciddition. it enables the wizard to detect hidden or concealed creatures 
(e.g., thieves in shadows, halflings in underbrush, and so on). It does not reveal 
the method of concealment or invisibility, except in the case of astral travelers 
(where the silver cord can be seen). It does not reveal illusions or enal)le the caster 
to see througfi (Physical objects. Note: if an invisible creature enters the area of 
effect after the spell has already been cast, the creature will remain invisil^le. 

Ghoul Touch (Necromancy) 

Range: o Area of Effect: The caster 

Duration: 5 rounds Saving Throw: Neg. 

Casting Time: 3 

When the caster completes this spell, a green glow encompasses his hand. When 
the wizard makes a successful melee attack against a creature, that creature is 
paralyzed by the negative energy. The touched creature must make a saving throw 
vs spell or be paralyzed for 5 rounds. 

Horror (Necromancy) 

Range. Sight of caster Area of Effect: 30-foot cube 

Duration: 1 0 rounds Saving Throw: Neg. 

Casting Time: 2 

All enemies within the area of effect when tfiis spell is cast must save vs. spell or 
flee in terror. Certain creatures are immune to the effects of fear, including cill undead 
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invisibility (Illusion/Phantasm) 

Range: Touch Area of Effect: 1 creature 

Duration: Six?cial Saving Throw: None 

Casting Time: 2 

Tills spell causes the creature touched to vanish from sight and be undetectable by 
^pornial vision or even infravision. Of coLirse, the invisible creature is not magically 
’ ilenccd. and certain other conditions can render the creature detectable. The spell 
nains in effect until it is magically broken or dispelled, until the wizetrd or 
cipitMii cancels it. until the recipient attacks any creature, or until 24 hours have 
passed. Tfius the invisible being can open doors, talk, eat, climb stairs, etc., but if 
he attacks, he immediately becomes visible, although the invisibility enables him to 
attac k first. 


Area of Effect: Locked door or chest 
Saving Throw: None 


Knock (Alteration) 

Range: Sight of caster 
Duration: Special 
Casting Time: 1 

The Knock spell opens locked, held or wizard locked doors. It opens secret 
doors, as well as locked boxes or chests. It does not raise barred gates or 
Similar impediments. 


Area of Effect: l creature 
Saving Throw: Neg. 


Know Alignment (Divination) 

Range: 1 0 yards 
Duration: instant 
Casting Time: 1 round 

A Know Alignment spell enables the mage to exactly read the aura of a creature. 
The caster must remain stationary and concentrate on the subject for a full round. 

If the creature rolls a successful saving threm' vs. spell, the caster learns nothing 
about that particular creature from the casting. Evil creatures will glow red, neutrals 
bluc‘. and friendly creatures will glow green for a brief period. 


Luck (Enchantment/Charm) 

Rcinge: lO yards 
Duration: 3 rounds 
Ccisting Time: 2 

Thc‘ recipient of this spell is lucky in every thing that he does for the next 3 rounds. 
He receives a bonus + l to any of his actions. This includes SeWing throws, to liit 
lances, thieving skills, etc. 


Area of Effect: i creature 
Saving Throw: None 


Melf’s Acid Arrow (Com'uration) 

Range: Sight of caster Area of Effect: 1 creature 

Duration: Special Saving Throw: Special 

Casting Time: 2 

I B> means of this spell, the wizard creates a magiCctl arrow that speeds to its target 
I limerringK'. The arrow has no attack or damage bonus, but it inflicts 2d4 points of 
acid damage. (There is no splash damage.) For every three levels that the caster 
^as achieved, the acid Lists for another round, unless somehow neutralized, 
■Nlicting another 2d4 points of damage each round. So at 3rd-5th level, the acid 
lasts two rounds, at 6th-8th level, the acid lasts for three rounds, etc. 


A 




61 




Mirror Image (Illusion/Phantasm) 

Rcinge: O Area of Effect: 6-foot radius 

Duration: 3 rounds/level Saving Throw: None 

Casting Time: 2 

When a Mirror Image spell is invoked, the spellcaster causes from two to eight 
exact duplicates of himself to come into being around him. These images do 
exactly what the wizard does. Since the spell causes a blurring and slight distortion 
when it is cast, it is imi:x)ssil)le for oj^ponents to be certain which are the illusions 
and which is the actual wizard. When an image is struck by a melee or missile 
attack, magical or otherwise, it disappears, but any other existing images remain 
intact until struck. The images shift from round to round so that an enemy must 
first hit every image before being able to hit the wizard. 


Resist Fear (Abjuration) 


Range: 10 yards Area of Effect: 1 creature 

Duration: 1 hour Saving Throw: Special 

Casting Time: 1 

This mage spell instills courage in the spell recipient, raising his morale to its 
highest. The recipient's morale will graducilly reset to normal as the duration 
out. If the recipient is affected by magical fear, this spell is negated. 


runs 


Stinking Cloud (Evocation) 

Range: Sight of caster Area of Effect. 20-foot cube 

Duration: 1 round/level Saving Throw: Special 

Casting Time: 2 

The Stinking Cloud spell creates a billowing mass of nauseous vapors up to 30 
yards away from the wizard. Any creature caught within the cloud must roll a 
successful saving throw vs. poison at -f 2 or be reeling and unable to attack 
because of nausea, for l round following. Those who make successful ScWing 
throws can leave the cloud without suffering any ill effects, although those 
remaining in the cloud must continue to save each round. These poisonous effec ts 
can be slowed or neutralized by appropriate magic. 



Area of Effect: 1 person 
Saving Throw: None 
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Strength (Alteration) 

Range: Touch 
Duration: I hour/level 
Casting Time: 1 turn 

Application of this spell increases the Strength of the character to 1 8/50. The 
character receives any strength bonuses appropriate. If a character has higher than 
18/50 strength, then this spell will actually lower the strength of the recipient. 


Vocalize (Alteration) 

Range: Touch 
Duration: 1 Grounds 


Area of Effect: l spell caster 
Saving Throw: None 



Casting Time: 2 

The recipient of this spell can cast spells without having to make any noise, so 
long as the casting takes place entirely within the duration of the Vocalize spell. 
This st:>ell has no effect on other noises or speech - it simply removes a s^x^ll's 
verbal component, allowing the caster to complete a spell even if silenced. 
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\Veb (Evocation) 

Range: 5 yards/level Area of Effect: Special 

Duration: 2 tums/level Saving Throw: 1/2 

Casting Time: 2 

j\ Wei) spell creates a many-layered mass of strong, sticky strands similar to spider 
vvtebs but far larger and tougher. Creatures caLight within webs, or simply touching 
jfiem become stuck among the gluey fibers. Anyone in the area when the spell is 
cast must roll a saving throw vs. spell with a -2 penalty. If the saving throw is 
Successful, two things may have occurred. If the creature has room to escape the 
^irea. then it is assumed to have jumped free. If there is no room to escape, then the 
webs are only half strength. Half strength webs allow for a person to slowly make his 
way out of the web. He may not make any physical attacks while within the web. 



Mage Spells - Level 3 


clairvoyance (Divination) 

Range: Special Area of Effect: Special 

Duratkjn: 1 round Saving Throw: None 

Casting Time: 3 

The Clairvoyance spell empowers the wizard to see in his mind the confines 
jwtiatevcT area he's in. 



of 


Dire Charm (Enchantment/Charm) 

Range: 20 yards Area of Effect: 1 creature 

Duration: 20 rounds Saving Throw: Neg. 

Casting Time: 3 

Tliis spell works in a manner very similar to the Charm Person spell. However, the 
affected creature goes into a berserk state, wanting no one to hami his master tthe 
spt'll caster). Thus, the creature will fight enemies of the caster, even former allies. The 
spc'll is limited in the same manner as Charm l^rson Spell. The spell can affect any 
)>lpedal human, demihuman, or humanoid of man-size or smaller, such as brownies, 
diyads, dwarves, elves, gnolls, gnomes, goblins, half-elves, halflings, half-ores, 
|k)bgol)lins. humans, kobolds. lizard men, nixies, ores, pixies, sprites, troglodytes, and 
others. Thus, a lOth-level fighter could be charmed, but an ogre could not. 



Area of Effect: 30-foot cube 
Saving Throw: None 




Dispel Magic (Abjuration) 

Range: Sight of caster 
Duration: Instantaneous 
Casting Time: 3 

A Dispel Magic st>ell removes magical effects upon anyone within the area. This 
Includes effects given from spells, potions and effects from certain magical items. It 
dot's not. however, affect magical items themselves. 


Area of Effect: 20-foot radius 
Sciving Throw: l /2 


Fireball (Evocation) 

Range: Sight of caster 
Duration: Instantaneous 
Casting Time: 3 

A Fireball spell is an explosive burst of flame, which detonates with a low roar 
9nd delivers damage proportional to the level of the wizard who cast it: ld6 points 
of damage for each level of experience of the spellcaster (up to a maximum of 
I0d6). Creatures failing their saving throws suffer full damage from the blast. 
Jtbosc' who roll successful saving throws manage to dodge, fall flat, or r(jll aside. 

f”'” - - 
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Flame Arrow (Corxjurafion/Summoning) 

Range: sight of caster Area of Effect: Special 

Duration: 1 round Saving Throw: None 

Casting Time: 3 

This spell enables the caster to hurl fiery bolts at opponents within range. Each boii 
inflicts ld6 points of piercing damage, plus 4d6 points of fire damage. Only half of 
the fire damage is inflicted if the creature struck saves vs. spell. The caster receivers 
one bolt for every five experience levels (two bolts at loth level, three at l5th level, 
etc.). Bolts must be used on creatures within 20 yards of each other and in front of 
the wizard. 


Area of Effect: l creature 
Saving Throw: None 


Ghost Armor (Conjuration) 

Range: Touch 
Duration: 10 turns 
Casting Time: 1 

By means of this spell, the wizard creates a magical field of force that serves as if it 
were plate armor (AC 2). It is cumulative with Dexterity effects and, in the case of 
fighter/mages, with the shield bonus. The Ghost Armor spell does not hinder 
movement, adds no weight or encumbrance, nor does it prevent spellcasting. It 
lasts until dispelled or until the duration runs out.' 


Haste (Alteration) 

Range: Sight of caster Area of Effect: 40’ cube, l 

creature/level 

Duration: 3 rounds + 1 round/level Saving Throw: None 
Casting Time: 3 

When this spell is cast, each affected creature functions at double its normal 
movement and attack rates. A hasted creature gains a -2 initiative bonus. Thus, a 
creature moving at 6 and attacking once |3er round would move at 12 and attack 
twice per round. Spellcasting and spell effects are not sped up. All affected by the 
Haste spell must be in the designated area of effect. Note that this spell negates 
the effects of a Slow spell. This spell is not cumulative with itself or with other 
similar magic. 



Hold Person (Enchantment/Charm) 

Range: Sight of caster Area of Effect: st^ecial 

Duration: 1 round/level Saving Throw: Neg. 

Casting Time: 3 

This spell holds l -4 humans, demihumans, or humanoid creatures rigidly immolMk' 
and in place for five or more rounds. The Hold Person spell ciffects any bipedal 
human, demihuman, or humanoid of mansize or smaller, including brownies, 
dryads, dwarves, elves, gnolls, gnomes, goblins, half-elves, halfiings, half-ores, 
hobgoblins, humans, kobolds, lizard men. nixies, ores, pixies. s[3rites, troglodytes, 
and others. Thus, a loth-level fighter could be held, while an ogre could not. The 
effect selects the enemies closest to the target and holds them. Enemies making 
their saving tlirows are totally unaffected by the spell. Undead creatures cannot be 
held. Held creatures cannot move or speak, but they remain aware of events around 
them and can use abilities not requiring motion or speech. Being held does not 
prevent the worsening of the subjects’ condition due to wounds, disease, or poison. 
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L,ightning Bolt (Evocation) 

Range: Sight of caster Area of Effect: Special 

Duration: Instantaneous Saving Throw: 1/2 

Casting Time: 3 

upon casting this spell, the wizard releases a poweriltl stroke of electrical energy 
that inflicts l d6 points of damage per level of the spellcaster to each creature 
vvithin its area of effect (maximum damage of I0d6). A successful saving throw vs. 
spell reduces this damage to half (round fractions down). When the lightning bolt 
intersects with a wall it will rebound until it reaches its full length - hitting the same 
enem> multiple times, or even members of your own party. 

Monster Summoning I (Coryuration/Summoning) 

Range: Sight of caster Area of Effect: S|)ecial 

Duration: 3 rounds + 1 round/level Saving Throw: None 
Casting Time: 4 

Witliin one round of casting this spell, the wizard magically conjures 8 Hit Dice of 
Jrionsters. These appear within spell range and attack the caster’s opponents, until 
the spell duration expires, or the monsters are slain. These creatures do not check 
morale and vanish when slain. If no opponent exists to fight, and the wizard can 
Pommunicate with them, the summoned monsters can perform other services for 
the wizard. 

Nondetection (Abjuration) 

Range: Sight of caster Area of Effect: 1 creature or item 

Duration: 20 turns Saving Throw: None 

Casting Time: 3 

By casting this sf^ell, the wizard makes the creature or object touched undetectable 
by divination spells such as Clairaudience, Clairvoyance. Locate Object, ESP. and 
detect spells. It also prevents location by such magical items as crystal balls and 
ESP medallions. It does not affect the Know Alignment spell. 

Protection from Normal Missiles (Abjuration) 

Range: Touch Area of Effect: 1 creature 

Duration: 1 tum/level Saving Throw: None 

Casting Time: 3 

By means of this spell, the wizard bestows total invulnerability to hurled and 
J)rojeeted missiles such as arrows, axes, bolts, javelins, small stones, and spears. 
Note, however, that this spell does not j)rovide protection from such magical 
attac ks as Fireballs. Lightning Bolts, or Magic Missiles. 

Skull Trap (Necromancy) 

Range: 20 yards Area of Effect: 30-foot radius 

Duration: Until triggered Saving Throw: None 

Casting Time: 3 

Upon casting this spell, a skull is thrcjwn by the caster at the target area. The skull 
floats in the area until a creature cc:>mes within 20 feet of it. When this happens the 
skull is triggered and explodes, damaging everyone within a 30 foot radius. The 
telamagc' infiicteci is equal to l -6 hit tx)ints |)er level of the caster. When casting this 
Spell it is wise to set it far away from the party, lest they set it off accidently. 
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Area of Effect: 40-foot cube 
Saving Tlirovv: Neg. 


Slow (Alteration) 

Range: Siglit of caster 
Duration: 1 0 rounds 
Casting Time: 3 

A Slow spell causes creatures to move and attack at 1/2 of their nomial rates. It 
negates Haste, but does not otherwise affect inagically spee:ded or slowed 
creatures. Slowed creatures have an Armor Class penalty of +4 to AC. and an 
attack fX'nalty of -4. Creatures save at -4 vs the sf>ell. 


Area of Effect: I creature 
Saving Throw: None 


Vampiric Touch (Necromancy) 

Range: Touch 
Duration: Instantaneous 
Casting Time: 3 

When the caster successfully touches an opponent in melee, the opixjnent loses i- 
6 hit points for every two caster levels, to a maximum drain of 6-36 for a I2th-le\ ci 
caster. Tliese hit points are added to the caster’s total, with any hit points over the 
caster’s normal maximum total treated as tem|x>rary additional liit points. Tlie 
temporary hit points last for 5 turns. 


Area of Effect: Up to 60-foot citbe 
Saving Throw: Special 
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Mage Spells - Level 4 

Confusion (Enchantment/Charm) 

Range: Sight of caster 
Duration: 2 rounds + I round/level 
Casting Time: 4 

This spell causes confusion in one or more creatures within the area, creating 
indecision and the inability to take effective action. All creatures within the area of 
affect are allowed saving throws vs. st^eli with a -2 penalty. Those successfully 
saving are unaffected by the spell. The spell lasts for two rounds plus one round 
for eacli level of the caster. Those who fail their saving throws will either go 
berserk, stand confused or wander ctl^out for the duration of the spell. Any 
confused creature that is attacked perceives the attacker as an enemy and acts 
according to its basic nature. 


Area of Effect: The caster 
Saving Throw: None 


Dimension Door (Alteration) 

Range: O 

Duration: Instantaneous 
Casting Time: l 

This spell transports the caster to any place within the visual range of the caster. 
When tlie si:)ell is cast a dimensional pt^rial opens up in front of the caster, whicli 
he immediately steps through. 

Improved Invisibility (Illusion/Phantasm) 

Range: Touch Area of Effect: l creature 

Duration: I Grounds Saving Throw: None 

Casting Time: 4 

lliis S|x?ll is similar to the Invisibility s[x^H. f)ut the recipient is able to attack, either 
by missile discharge, melee combat, or stxllcasting, and remain unseen. However, 
telltale traces, a shimmering, allow an observant oj:)ponent to attack the invisible 
s|)ell recij^ient. These traces are only noticeable when specifically looked for (after 
the invisible character has made his presence known). Attacks against the invisible' 
character suffer a -4 penalty to attack rolls, and the invisible character’s saving 
throws are made with a +4 bonus. 
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j^inor Globe of Invulnerability (Abjuration) 

Range: O Area of Effect: 5-foot-radius sphere 

Duration: 1 round/levei Saving Throw: None 

Casting Time: 4 

fjiis stxll creates an immobile, faintly shimmering magical sphere around the 
caster that prevents any 1st-, 2nd-, or 3rd-level s(>ell effects from penetrating (i.e., 
tpf area of effect of any such spell does not include the area of the Minor Globe of 
pjyulneral)ility). This includes innate abilities and effects from devices. However. 
an>' type of spell can be cast out of the metgical sphere, and these pass from the 
caster of the globe to their subject without affecting the minor globe. S|)ells of the 
4 th level and higher are not affected by the globe. The globe can be brought down 
by a successful Dispel Magic spell. 

Monster Summoning II (Cor^uration/Summoning) 

Range: Sight of caster Area of Effect: Special 

Duration: 3 rounds + I round/level Saving Throw: None 
Casting Time: 4 

This spell is much like the 3rd-level Monster Summoning I spell, except that this 
spell summons 1 2 Hit Dice of monsters. These appear anywhere within the s|)ell 
range* ctnd attack the caster’s opponents, until the spell duration expires, or the 
|nonstt*rs are slain. These creatures do not check morale; they vanish when slain. 

If no opponent exists to fight and the wizard can communicate with tfiem, the 
Ifummoncd monsters can perfomn other services for the summoning wizard. 




Mage Spells - Level 5 

Animate Dead (Necromancy) 

Range: 1 o yards Area of Effect: Special 

Duration: Instantaneous Saving Throw: None 

Casting Time: 5 rounds 

Tliis spell creates the lowest of the undead monsters, skeletons or zombies, 
usuallv from the bones or bodies of dead humans, demihumans, or humanoids. 
The spell causes these remains to become animated and obey the simple verbal 
^mmands of the caster, regardless of how they communicated in life. The 
or zombies can follow the caster, remeUn in an area and attack any 
i^eaturt* (or Just a specific type of creature) entering the place, etc. The undead 
iiemain animated until they are destroyed in combat or are turned: the magic 
cannot be dispelled. The caster can animate one skeleton or one zombie for each 
Hxperience level he has attained. 

Cloudkiil (Evocation) 

Range: 1 o yards Area of Effect: 40’ wide, 20’ high. 

20’ deep cloud 

Duration: 1 round/level Saving Throw: Special 

Casting Time: 5 

This spell generates a billowing cloud of ghastly yellowish green vapors that is so 
toxic as to slay any creature with fewer than 4+1 Hit Dice, cause creatures with 
4+1 to 6 Hit Dice to roll saving throws vs. poison with -4 penalty or be slain. 
Holding one’s breath has no effect on the lethality of the spell. Those above 6th 
level (or 6 t lit Dice) must leave the cloud immediately or suffer l d i o points of 
poLs(jii damage each round while in the area of effect. 
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Monster Summoning 111 (Coryuration/Summoning) 

Range: Sight of caster Area of Effect: Special 

Duration: 4 rounds + I round/level Saving Throw: None 
Ccisting Time: 5 

This spell is much like the 3rd-level Monster Summoning I spell, except that this 
spell summons 1 6 Hit Dice of monsters. These apt)ear within spell range and 
attack the caster’s opponents, until the spell duration expires, or the monsters are 
slain. These creatures do not check morale and vanish when slain. If no opponent 
exists to fight, and the wizard can communicate with them, the summoned 
monsters can perform other services for the wizard. 

Shadow Door (lilusion/Phantasm) 

Range: 10 yards Area of Effect: Special 

Duration: I round/level Saving Throw: None 

Casting Time: 2 

By means of this spell, the wizard creates tlie illusion of a door. Tlie illusion also 
|3ermits the wizard to appear to step through this "door" and disat)|3ear. In reality he 
has darted aside and can flee, totally invisible, for the spell duration. A True Seeing 
spell, a gem of seeing, or similar magical means can discover the wizard. 

Priest Spells - Level l 

Bless (Coryuration/Summoning) 

Range: Sight of caster Area of Effect: 50-foot cube 

Duration: 6 rounds Saving Throw: None 

Casting Time: 1 round 
Upon uttering the Bless st^ell. the caster raises the morale of friendly creatures and 
any saving throw rolls they make against fear effects by + l . Furthemiore. it raises 
their attack dice rolls by + 1 . The caster determines at what range (up to 60 yards) 
he will cast the spell. At the instant the spell is completed, it affects all creatures in 
a so-foot cube centered on the point selected by the caster (thus, affected 
creatures leaving the area are still subject to the spell’s effect: those entering the 
area after the casting is completed are not). 

Command Word: Die (Enchanlment/Charm) 

Range: Sight of caster Area of Effect: I creature 

Duration: 1 round Saving Throw: None 

Casting Time: l 

This spell enables the priest to command anotlier creature to "die" (sleep) for a 
single round. At the end of the round the creature awakens unharmed. 

Cure Light Wounds (Necromancy) 

Range: Touch Area of Effect: 1 creature 

Duration: Instantaneous Saving Throw: None 

Casting Time: 5 

When casting this spell and laying his hand upon a creature, the priest causes l -8 
points of wound or other injury damage to the creature’s body to be healed. This 
healing cannot affect creatures without cor|;x)real bodies, nor can it cure wounds ol 
creatures not living or of extraplanar origin. Curing is permanent only insofar as the 
creature does not sustain further damage. 
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Detect Evil (Divination) 

Range: 1 20 yards Area of Effect: Sight of Caster 

Duration: 1 turn Saving Throw: None 

Casting Time: 1 round 
fhis spell discovers emanations of evil from any creature. Any evil creature within 
Ipe range of the spell will glow red briefly. 

Entangle (Alteration) 

Range: Sight of caster Area of Effect: 40-foot cube 

Duration: 1 turn Saving Throw: Neg 

Casting Time: 4 

By means of this spell, the caster is able to cause |)lants in the area of effect to 
^tangle creatures within the area. The grasses, weeds, bushes, and even trees 
wrap, twist, and entwine about the creatures, holding them fast for the duration of 
the spell. A creature that rolls a successful saving throw vs. s|)ell avoids 
^tanglement. All creatures have a +3 bonus to their saves. An entangled creature 
can still attack. 

Magical Stone (Enchantment) 

Range: O Area of Effect: Sight of Caster 

Duration: Special Saving Throw: None 

Casting Time: 4 

By using this spell, the f)riest can temporarily end lant a small pef)ble. The magical 
Stone is then hurled or slung at an ot>ponent. The stone deals 1-4 damage to 
J^omever it hits. The stone is considered a + 1 weapon for determining if a 
Kreaturc' can be struck (those struck only by magical weapons, for instance). 
Talthough it does not have an attack or damage lx)nus. 

i 

Protection from Evil (Abjuration) 

Range: Touch Area of Effect: I creaktre 

Duration: lO rounds Saving Throw: None 

Casting Time: 1 

When this spell is cast, it creates a magical barrier around the recipient at a 
idistanc c‘ of one foot. This barrier moves with the recipient and all attacks made by 
evil or evilly enchanted creatures against the protected creature receive a penalty of 
-2 to each attack roll, and any saving throws caused by such attacks are made by 
the protected creature with a +2 bonus. 






Remove Fear (Abjuration) 

Range: to yards Area of Effect: 1 creature/4 levels 

Duration: 1 hour Saving Throw: Special 

Casting Time: 1 

This priest spell instills courage in the spell recipient, raising his morale to its 
highest. The recipient’s morale will gradually reset to normal as the duration runs 
out. If the recipient is effected by magical fear, this is negated. 

Sanctuary (Abjuration) 

Range: o Area of Effect: The caster 

Duration: l Grounds Saving Throw: None 

^ Casting Time: 4 
VVhen the priest casts a Sanctuary spell, it causes all of his opponents to ignore his 
ISxistencc; it as if he is invisible. While protected by this spell, the subject cannot 
take direct offensive action without breaking the spell, but may use non-attack 
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spells or otherwise act in any way that does not violate the prohibition against 
offensive action. This allows a warded priest to heal wounds, for example, or to 
Bless himself. He cannot cast spells on other creatures without ending the spell. 


Area of Effect: Special 
Saving I'hrow: None 


Shillelagh (Alteration) 

Range: Touch 

Duration: 4 rounds + 1 round/level 
Casting Time: 2 

This sf:>ell enables the caster to create a magical cudgel that has a + 1 bonus to its 
attack roll and inflicts 2d4 points of damage on opponents. 


Priest Spells - Level 2 


Aid (Necromancy. Coryuration) 

Range: Touch Area of Effect: 1 creature 

Duration: 1 round + 1 round/level Saving Throw: None 
Casting Time: 5 



The recipient of this spell gains the benefit of a Bless spell ( + l to attack rolls and 
saving throws) and a st^ecial bonus of i d8 additional hit points for the duration of 
the spell. The Aid spell enables the recipient to actually have more hit points than 
his full normal total. The bonus liit points are lost when the recipient takes damage*; 
they cannot be regained by curative magic. 


Barkskin (Alteration) 

Range: Touch Area of Effect: 1 creature 

Duration: 4 rounds + 1 round/level Saving Throw: None 
Casting Time: 5 

When a priest casts the Barkskin s|)ell upon a creature, its skin becomes as tough 
as bark, increasing its base Armor Class to AC 6, plus l AC for every four levels of 
the priest: Armor Class 5 at 4th level. Armor Class 4 at 8th. and so on. In addition, 
saving throw rolls vs. all attack forms except magic gain a + 1 bonus. This spell 
can be placed on the caster or on any other creature he touches. 



Chant (Conjuration/Summoning) 

Range: O Area of Effect: 30*foot radius 

Duration: 5 rounds Saving Throw: None 

Casting Time: 1 round 
By means of the Chant spell, the priest brings st:>ecial favor uf^on himself and his 
t^arty. and causes harm to his enemies. When the Chant spell is completed, all 
attack and damage rolls and saving throws made by those in the area of effect 
who are friendly to the priest gain 4 1 bonuses, while those of the priest’s enemies 
suffer - 1 penalties. Multit)Ie chants are not cumulative. 



Charm Person or Mammal (Enchantment/Charm) 

Range: Sight of caster Area of Effect: 1 person or mammal 

Duration: Special Saving Throw: Neg. 

Casting Time: 5 

The effects of this spell are identical to the ist-level wizard spell Charm Person. 
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7 praw Upon Holy Might (Invocation) 

Range: O Area of Effect: The caster 

Duration: 1 0 rounds Saving Throw: None 

Casting Time: 2 

Tlie priest calls upon his god to grant him power for a short period. When he does 
tjiis his Strength, Constitution and Dexterity all are raised by l point for every 3 
levels of the caster. A 3rd-level caster would have his abilities raised by l , while a 
I 2 th-level caster would have all his abilities raised by 4. 

Find Traps (Divination) 

Range: Sight of caster Area of Effect: lO foot path 

Duration: 3 turns Saving Throw: None 

Casting Time: 5 

Wfien a priest casts a Find Traps spell, all traps - concealed normally or magiCctUy, of 
iriagical or mechanical nature - become apparent to him, much as if he or she were 
a thief. A trap is any device or magical ward that meets three criteria: it can inflict a 
sudden or unexpected result, the spellcaster would view the result as undesirable or 
harmful, and the creator specifically intended the hannful or undesirable result as 
such. Thus traps include alarms, glyf^hs. and similar spells or devices. 

Flanie Blade (Evocation) 

Range: o Area of Effect: 3 foot-long blade 

Duration: 4 rounds + I round/2 levels Saving Throw: None 
Casting Time: 4 

With this si3ell, the caster causes a blazing ray of red-hot fire to spring forth from his 
hand. This blade-like ray is wielded as if it were a scimitar. If the caster successfully 
hits with the flame blade in melee combat, the creature struck suffers ld4 + 4 
points of damage, with a damage bonus of +2 (i.e., 7-10 points) if the creature is 
undead or is especially vulnerable to fire. If the creature is protected from fire, the 
damage inflicted is reduced by 2 (i.e., ld4 + 2 points). Fire dwellers and those 
using fire as an innate attack form suffer no damage from the spell. However, it is 
not a magical weapon in the normal sense of the term, so creatures (other than 
undead) struck only by magical weapons are not harmed by it. This spell does not 
j lunctic^n underwater. 

Goodberry (Alteration, Evocation) 

Range: O Area of Effect: Special 

( Duration: Permanent Saving Throw: None 

Casting Time: 1 round 

Casting a Goodberry spell creates 5 magical berries that the caster can carry with 
him. These berries cure one point of physical damcige for each one eaten. 

* Hold Person (Enchantment/Charm) 

Range: Sight of caster Area of Effect. Special 

Duration: 2 rounds/level Saving Throw: Neg. 

Cctsting Time: 5 

The effects of this spell are identical to the 3rd-level wizard spell Hold Person. 
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Area of Effect: 1 creature 
Saving Throw: Neg. 


n 


Know Alignment (Divination) 

Range: lO yards 
Duration: Instantaneous 
Casting time: 1 round 
A Know Alignment spell enables the priest to exactly read the aura of a creature. 
The caster must remain stationary and concentrate on the subject for a full round. 

If the creature rolls a successful saving throw vs. spell, the caster learns nothing 
about that particular creature from the casting. Certain magical devices negate the 
power of the Know Alignment spell. Evil creatures will glow red. neutrals blue, and 
friendly creatures will glow green for a brief period. 

Resist Fire and Cold (Alteration) 

Range: Touch Area of Effect: 1 creature 

Duration: l round/level Saving Throw: None 

Casting Time: 5 

When this spell is placed upon a creature by a priest, the creature s body is 
toughened to withstand heat and cold. Complete immunity to mild conditions 
(Standing naked in the snow or reaching into an ordinary fire to pluck out a note) is 
gained. The recipient can somewhat resist intense heat or cold (whether natural or 
magical in origin), such as red-hot charcoal, a large amount of burning oil, 
flametongue swords, fire storms, fireballs, meteor swarms, red dragon’s breath, 
frostbrand swords, ice storms, wands of frost, or white dragon’s breath. In all of 
these cases, the temperature affects the creature to some extent. The recipient has 
all damage sustained by fire or cold reduced by 50%. 

Silence, 15’ Radius (Alteration) 

Range: Sight of caster Area of Effect: 15-foot-radius sphere 

Duration: 2 rounds/level Saving Throw: Neg. 

Casting Time: 5 

Upon casting this spell, complete silence prevails in the affected area. All sound is 
stopped: conversation is impossible and spells cannot be cast. Each creature in 
the area must make a saving throw; if the save is failed then they are silenced for 
the duration of the spell. This spell does not continue to affect the area after being 
cast; only those in the area at the time of the casting are affected by the silence. 


Area of Effect: l creature 
Saving Throw: None 


Slow Poison (Necromancy) 

Range: Touch 
Duration: Instantaneous 
Casting Time: 1 

When this spell is placed upon a poisoned individual, it greatly slows the effects of 
venom, actually neutralizing all but the most deadly poisons. 


Area of Effect: Special 
Saving Throw: None 


m 


Spiritual Hammer (Invocation) 

Range: 1 0 yards/level 
Duration: 3 rounds + 1 round/level 
Casting Time: 5 

By calling upon his deity, the caster of a Spiritual Hammer spell brings into 
existence a magical hammer. The priest for the duration of the spell may use the 
magic weapon. It strikes as a magical weapon with a bonus of 4- 1 for every six 
experience levels (or fraction) of the spellcaster, up to a total of +3 to the attack roll 
and +3 to the damage roll for a I3th-level caster. The base damage inflicted when 
it scores a hit is exactly the same as a normal war hammer. Id 4+ l . 
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f priest Spells - level 3 

Animate Dead (Necromancy) 

T Range: lO yards Area of Effect: Special 

f Duration: Instantaneous Saving Throw: None 

Casting Time: 1 round 
The effects of this spell are indentical to the 5th-level wizard spell Animate Dead. 

Call Lightning (Alteration) 

Range: O Area of Effect: 360-foot radius 

Duration: 1 turn/level Saving Throw: 1/2 

f Casting Time: I turn 

5 When a Call Lightning spell is cast, it must be cast outside, otherwise it will not 
^ work. The caster is able to call down bolts of lightning. The caster can call down 
I one bolt per turn. The spell has a duration of one turn per caster level. Each bolt 
I [Causes 2-8 points of electrical damage, plus an additional ids points for each of 
ft the caster’s experience levels. Thus, a 4th-level caster calls down a 6d8 bolt (2d8 
fi 4 4d8). The bolt of lightning flashes down in a vertical stroke at any of the priest’s 
►(enemies. The caster does not choose the targets of the spell, though the lighting 
will not strike any of his allies. 




/! 


Dispel Magic (Abjuration) 

Range: Sight of caster 
Duration: Instantaneous 
Casting Time: 6 

The effects of this spell are identical to 


Area of Effect: 30-foot cube 
Saving Throw: None 



the 3rd-level wizard spell Dispel Magic. 


Glyph of Warding (Abjuration, Evocation) 

I Range: Touch Area of Effect: Special 

^ Duration: Permanent until discharged Saving Throw: Special 

\ Casting Time: Special 

■ A Glyph of Warding is a powerful inscription, magically drawn to prevent 
m(lunauthorized or hostile creatures from passing, entering, or opening. It can be used 

■ to guard a small bridge, to ward an entry, or as a trap on a chest or box. Any 

j creature violating the warded area is subject to the magic it stores. A successful 
^ ' saving throw vs. spell enables the creature to escape the effects of the glyph. 

I When the spell is cast, the priest weaves a tracery of faintly glowing lines around 
the warding sigil. When the glyph is activated, it deals l -4 points of electrical 
damage j)er level of the caster to the victim. 



Hold Animal (Enchantment/Charm) 

Range: Sight of caster Area of Effect: Special 

Duration: 2 rounds/level Saving Throw: Neg. 

Casting Time: 5 

This spell holds animals rigidly immobile and in place. Only normal and giant-sized 
animals are affected by this spell. Monsters such as wyverns, ankhegs, and carrion 
[crawlers do not count as animals. The effect is centered on the creature selected 
by the caster. Every enemy within 5 feet of the target is also affected. Those who 
succeed on their saving throws are totally unaffected by the spell. Held creatures 
cannot move or speak, but they remain aware of events around them and can use 
abilities not requiring motion or speech. Being held does not prevent the worsening 
of the subjects’ condition due to wounds, disease, or poison. 
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Invisibilify Purge (Divination) 

Ranj^c: Sight of caster Area of Effect: 30 foot radius 

Duration: instantaneous Saving Throw: None 

Casting Time: 8 

Any invisible creatures within the area of effect have their invisibility dispelled 
includes creatures that are in Sanctuary. Improved Invisibility, Shadow Door. 
Invisibility, etc. 

Miscast Magic (Enchantment/Charm) 

Range: Sight of caster Area of Effect: l creature 

Duration: l turn Saving Throw: Neg. 

Casting Time: 5 

Any stx^ll-casting creature that is affected by this spell has its casting ability 
severely impaired. When the creature attempts to cast a spell it has an 80% chance 
of failure. A creature can save vs. spell to avoid the affect, but does so at -2. 

Protection from Fire (Abjuration) 

Range: Touch Area of Effect: I CTeature 

Duration: Special Saving Throw: None 

Casting Time: 6 

The effect of a Protection From Fire spell differs according to the recipient of the 
magic - either the caster or some other creature. In either case, the spell lasts no 
longer than one turn per caster level. When the sf)ell is cast it confers complete 

invulnerability to nonnal fires (torches, bonfires, oil fires, and the like) and significant 

resistance to exposure to magical fires such as fier>^ dragon breath, spells such as 
burning hands, fireball, fire seeds, fire storm, flame strike, meteor swarm, hell 
hound or t)yrohydra breath, etc., absorbing 80% of all the damage dealt by such 
magical sources. 

Remove Curse (Abjuration) 

Range: Touch Area of Effect: Special 

Duration: Instantaneous Saving Throw: Special 

Casting Time: 6 

Uj3on existing this spell, the priest is usually able to remove a curse on an object, 
on a Iverson, or in the form of some undesired sending or evil presence. Note that 
the Remove Curse spell does not remove the curse from a ci-irsed shield, weafxin, 
or suit of armor, for example, although the spell typically enables the person 
afflicted with any such cursed item to get rid of it. Certain special curses may not 
be countered by this spell, or may be countered only by a caster of a certain level 
or more. 

Remove Paralysis (Abjuration) 

Range, l o yards/level Area of Effect: l creature 

Duration: Instantcineous Saving Throw: None 

Casting Time: 6 

By the use of this spell, the priest can free one creature from the effects of any 
paralyzation or from related magic (such as ghoul touch, or a Hold spell). 
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Rigid Thinking (Enchanfment/Charm) 

Range: Siglit of caster Area of Effect: l (x^rson or mammal 

Duration: 24 turns Saving Throw: Neg. 

Casting Time. 5 

Thc‘ target of tliis spell must make a saving throw vs spell or come under its 
effects. When under the effects of the Rigid Thinking Spell, the victim will randomly 
vvander. attack the nearest person, or stand confiised. 


Strength of One (Alteration) 

Range: O Area of Effect: The party 

Duration: I turn Saving Throw: None 

Casting Time: 3 

When this spell is cast, the entire party is given an 18/76 Strength. If a party 
member has a strength higher than this (either naturally, or through a magical item) 
then his Strength is lowered to 18/76. The spell lasts for a single turn, whereupon 
evers^one’s strength returns to normal. 



Priest Spells - Level 4 

Animal Summoning I (Coryuration, Summoning) 

Range: Sight of caster Area of Effect: Special 

Duration: Sixxial Saving Throw: None 

Casting Time: 24 turns 
By means of this spell, the caster calls up to eight animals that have 4 I lit Dice 
or less, of whatever sort the caster names when the sumnxjning is made. The 
type of animals that come depend on the surroundings of the caster at the time 
of the s|x*ll. 

Cure Serious Wounds (Necromancy) 

Range: Touch Area of Effect: 1 creature 

Duration: Instantaneous Saving Throw: None 

Casting Time: 5 

This spell is a more potent version of the Cure Light Wounds spell. When laying his 
hand upon a creature, the priest heals 1 7 points of wound or other injury damage 
to the creatLire s body. Tliis healing cannot affect noncort^oreal, nonliving, or 
extrai)lanar creatures. 

Free Action (Abjuration, Enchantment) 

Range: Touch Area of Effect: 1 creature 

Duration: I turn/level Saving Throw: None 

Casting Time: 7 

This stxll enables the creature touched to move and attack normally for the 
duration of the spell, even under the influence of magic that impedes movement 
(such as Web or Slow spells) or while under water. It even negates or prevents the 
effects of Paralysis and Hold spells. Under water, the indixadual moves at ntJimal 
(surface) speed and inflicts Hill damage, even with such smashing weapons as 
flails, hammers, and maces, provided that the weapon is wielded in the hand 
rather than hurled. The Free Action s|xMl does not. however, allow water breathing 
without lurther appropriate magic. 
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Neutralize Poison (Necromancy) 

Range: Touch Area of Effect: l creature 

Duration: Instantaneous Saving Tlirow: None 

Casting Time: I 

When this si)ell is placed on a poisoned individual, it immediately neutralizes any 
poison and restores l to 8 lost hit points. 

Priesf Spells - Level 5 

Animal Summoning II (Coiyuratlon/Summoning) 

Range: Sight of caster Area of Effect: Special 

Duration: 24 turns Saving Throw: None 

Casting Time: 8 

By means of this spell, the caster calls up to six animals that have 8 Hit Dice or 
less. Only animals within range of the caster at the time the spell is cast will come. 
The animals summoned aid the caster by whatever means they possess, staying 
until the spell duration expires. Only normal or giant animals can be summoned; 
fantastic animals or monsters cannot be summoned by this spell (no chimerae, 
dragons, gorgons, manticores, etc.). 

Cure Critical Wounds (Necromancy) 

Range: Touch Area of Effect: 1 creature 

Duration: Instantaneous Saving Throw: None 

Casting Time: 8 

The Cure Critical Wounds spell is a very potent version of the cure light wounds 
spell. The priest lays his hand upon a creature and heals up to 27 points of 
damage from wounds or other damage. The spell does not affect creatures without 
cor(:)oreal bodies, those of extraplanar origin, or those not living. 

Flame Strike (Evocation) 

Range: Sight of caster 
Duration: Instantaneous 
Casting Time: 8 

When the priest calls down a Flame Strike spell, a vertical column of fire roars 
downward in the exact location called for by the caster. The target must roll a 
saving throw vs. spell. Failure means the creature sustains 8d8 points of damage; 
otherwise, the damage is halved. 

Raise Dead (Necromancy) 

Range: Sight of caster Area of Effect: 1 person 

Duration: Instantaneous Saving Throw: Special 

Casting Time: l round 
When the priest casts a Raise Dead spell, he can restore life to a dwarf, gnome, 
half elf, hctlfling, elf or human. Note that the body of the person must be whole, or 
otherwise missing parts are still missing when the person is brought back to life. 
The person has but l hit point when raised and must regain the rest by natural 
healing or curative magic. 



Area of Effect: I creature 
Saving Throw: l /2 
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Tables 

Table 1 : Character Ability Scores 



Strength 

Dexterity 

Constitution 

Ability Score 

Hit Adj 

Dam. Adj 

Wt Allow 

Bashing % 

Miss. Att Adj 

AC Adj 

HP Adj 

Res. Surv. 

3 

-3 

-1 

5 

3 

-3 

•^4 

-2 

40 

4 

-2 

-1 

15 

4 

-2 

••■3 

-1 

45 

5 

-2 

-1 

15 

4 

-1 

•»-2 

-1 

50 

6 

-1 

0 

30 

6 

0 

•H 

-1 

55 

7 

-1 

0 

30 

6 

0 

0 

0 

60 

8 

0 

0 

50 

8 

0 

0 

0 

65 

9 

0 

0 

50 

8 

0 

0 

0 

70 

10 

0 

0 

70 

10 

0 

0 

0 

75 

II 

0 

0 

70 

10 

0 

0 

0 

80 

12 

0 

0 

90 

12 

0 

0 

0 

85 

13 

0 

0 

90 

12 

0 

0 

0 

90 

14 

0 

0 

120 

14 

0 

0 

0 

92 

15 

0 

0 

120 

14 

0 

-1 

•H 

94 

16 

0 

+1 

150 

16 

•H 

-2 

•(■2 

96 

17 

+1 

+1 

170 

18 

•!-2 

-3 

+2(+3) 

98 

18 

+1 

+2 

200 

20 

••■2 

-4 

+2(+4) 

100 

18/01-50 

+1 

+3 

220 

25 

. 


18/51-75 

+2 

+3 

250 

30 

. 


18/76-90 

+2 

+4 

280 

35 

- 


18/91-99 

+2 

+5 

320 

40 

- 


18/00 

+3 

+6 

400 

45 

• 


19 

+3 

+7 

500 

50 

•••3 

-4 

+2(+5) 

100 

20 

+3 

+8 

600 

55 

•►3 

-4 

+2(+5) 

100 

21 

+4 

+9 

700 

60 

•••4 

-5 

+2(+6) 

100 

22 

+4 

•HO 

800 

65 

•1-4 

-5 

+2(+6) 

100 

23 

+5 

•Ml 

1000 

70 

•I-4 

-5 

+2(+6) 

100 

24 

+6 

•H2 

1200 

75 

•I-5 

-6 

+2(+7) 

100 

25 

+7 

•H4 

1600 

80 

+5 

-6 

+2(+7) 

100 
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strength 

Hit Adj: Aclclcd or subtracted from the attack roll during combat. A positive 
number makes tfie opponent easier to hit. 

Dam Adj; Added or subtracted from the damage inflicted by a succussful 
melee attack. 

VV7 AJIoiv: The characters weight allowance •• how much they can carry without 
being encumbered. 

Bashing %: This is the percentage diance a cliaracter has to bash open a locked 
door or chest. 

Dexterity 

Miss. Att Adj: Added or subtracted from the to hit roll when using a ranged 
weapon. A positive number makes the op|X)nent easier to hit. 

AC Adj: Added or subtracted from the character’s AC. Since a lower AC is better 
a lower or more negative number is better. 

Constitution 

HP Adj: Tltis numf:)er is added to the Hit Rjint roll a character makes when going 
up a level or when starting the game. Numbers in parenthesis are for warriors only. 

Res. Sum: The j)ercentage chance the character will successfully be Resurrected 
or Raised from the dead by magic. 

Intelligence 

Six^IJ Level: The liigfiest level of spells a wizard with this intelligence can comprehend 
and use. 

% to Leam Spell: The percentage chance that a wizard can learn a spell and add it to 
his st)ellfxx)k. This numl^er also represents tfie wizard’s chance to successfully cast 
a sjx^ll from a scroll. For every stx^ll level higher than the wizard can comprehend, 
the wizard recieves a -10% iienalty. For example, a wizard who can cast 3rd- level 
spells trying to use a sth-level spell scroll, has a -20% penalty. 

Max # Spells/Leuel: Tixs is the maximum number of spells that a wizard can have in 
fiis sixjU lxx)k per level of sfDell. Tliat is. a 3rd-level wizard with an Intelligence of 16 
could leam a maximum of 1 1 l st-level and 1 1 2nd-level spells. 

Lore Bonus: This bonus is added to the character’s Lore ability. This is cumulative 
with the Lore bonus for Wisdom. 

Wisdom: 

Mag Def Adj: Applies to saving throws agcunst magical spells that attack the mind. 

Bonus S/x^lls: This is the numl)er of additional spells a priest receives for exceptional 
Wisdom. The bonus spells are cumulative as you move clown the table. Thus, a 
priest with a 17 in Wisdom gains two 1st-, two 2nd-, and one 3rd-level spell as 
bonuses to their normal spellcasting abilities. These spells become available only 
when the priest can normally access spcWs of the appropriate level. 

% Sf }ell Riilure: The chance that a si:>ell attempt by a priest or daiid character will fail 
before lx?ing successfciUy cast. 

Lore Bonus: This lx)nus is added to the character’s Lore ability. This is cumulati\'e 
with the Lore lx)nus for Intelligence. 

Charisma 

Reaction Adj: This is the penalty or fx^niLS due the character when dealing with NPCs 
or intelligent creatures. 

For encounter reactions, the computer generates a number between 8 and 12. 
and then applies the modifier. The results indicate the reaction of the encounter 
to your party: 

1-7. Hostile reaction 8-14: Neutral reaction 15-20: Friendly reaction 
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Intelligence 

Wisdom 

Charisma 

Ability 

Spell 

%to 

Max# 

Lore 

Mag 

Bonus 

% Spell 

Lore 

Reaction 

Score 

Level 

Leam Spell 

Spells/Level 

Bonus 

Def Adj 

Spells 

Failure 

Bonus 

Adj 

3 

.20 

-3 

■ 

50 

-20 

■5 

4 

-20 

-2 

• 

45 

-20 

-4 

5 

.20 

•1 

• 

40 

-20 

-3 

6 

.20 

-1 

- 

35 

-20 

-2 

7 

.10 

-1 

- 

30 

-10 

-1 

8 

■10 

0 

- 

25 

-10 

0 

9 

4th 

35 

6 

-10 

0 

0 

20 

-10 

0 

10 

5th 

40 

7 

0 

0 

0 

15 

0 

0 

II 

5th 

45 

7 

0 

0 

0 

10 

0 

0 

12 

6th 

50 

7 

0 

0 

0 

5 

0 

0 

13 

6th 

55 

9 

0 

0 

1st 

0 

0 

+1 

14 

7th 

60 

9 

0 

0 

1st 

0 

0 

+2 

15 

7th 

65 

II 

+3 

+1 

2nd 

0 

+3 

+3 

16 

8th 

70 

II 

+5 

+2 

2nd 

0 

+5 

+4 

17 

8th 

75 

14 

+7 

+3 

3rd 

0 

+7 

+4 

18 

9th 

85 

18 

+10 

+4 

4th 

0 

+10 

+5 

19 

9th 

95 

All 

+12 

+4 

lst,4th 

0 

+12 

+8 

20 

9th 

96 

All 

+15 

+4 

2nd, 4th 

0 

+15 

+9 

21 

9th 

97 

All 

+20 

+4 

3rd, 5th 

0 

+20 

+10 

22 

9th 

98 

All 

+25 

+4 

4th,5th 

0 

+25 

+11 

23 

9th 

99 

All 

+30 

+4 

5th,5th 

0 

+30 

+12 

24 

9th 

100 

All 

+35 

+4 

6th,6th 

0 

+35 

+13 

25 

9th 

100 

All 

+40 

+4 

6th,7th 

0 

+40 

+14 


Gate 
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Table 2: Thieving Ability Modifiers 


Race 

Dexterity 

Pick Pickets (15) 

Open Locks (10) 

Detect Traps (5) 

Stealth (10) 

(Now Silently/ Hide m Shadows) 

Dwarf 


- 

+10 

+15 

• 

Elf 


+5 

-5 

• 

+10 

Gnome 


• 

+5 

+10 

+5 

Half Elf 


+10 

- 

- 

+5 

Halfling 


+5 

+5 

+5 

+15 


9 

-15 

-10 

-10 

-20 


10 

-10 

-5 

-10 

-15 


II 

-5 

- 

-5 

-10 


12 

. 

. 

- 

-5 


13-15 

- 

- 

- 

- 

'wir r-in 

16 

- 

+5 

- 

- 


17 

+5 

+10 

. 

+5 


18 

+10 

+15 

+5 

+10 


19 

+15 

+20 

+10 

+15 


20 

+20 

+25 

+15 

+18 


21 

+25 

+30 

+20 

+20 


22 

+30 

+35 

+25 

+23 


23 

+35 

+40 

+30 

+25 


24 

+40 

+45 

+35 

+30 


25 

+45 

+50 

+40 

+35 


* The numbers in parentheses reflect the base afMlity of a 1 st level tliief before 
racial/Dexterity modifiers are applied. 
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Table 3a-d: Experience Tables 


3a. Warriors 3b. Rogue 


Level 

Fighter 

Paladin/Ranger 

Hit Dice (d 10) 

Level 

Thief/Bard 

Hit Dice (d6) 

1 

0 

0 

1 1 

0 

1 

2 

2,000 

2,250 

2 

2 

1,250 

2 

3 

4,000 

4,500 

3 

3 

2,500 

3 

4 

8,000 

9,000 

4 

4 

5,000 

4 

5 

16,000 

18,000 

5 

5 

10,000 

5 

6 

32,000 

36,000 

6 

6 

20,000 

6 

7 

64,000 

75,000 

7 

7 

40,000 

7 

8 

125,000 

150,000 

8 

8 

70,000 

8 

3c. Priests 



3d. Wizards 


Level 

Cleric 

Druid 

Hit Dice (dO) 

Level 

Wizard 

Hit Dice (d4) 

1 

0 

0 

1 1 

0 

1 

2 

1,500 

2,000 

2 

2 

2,500 

2 

3 

3,000 

4,000 

3 

3 

5,000 

3 

4 

6,000 

7,500 

4 

4 

10,000 

4 

5 

13,000 

12,500 

5 

5 

20,000 

5 

6 

27,500 

20,000 

6 

6 

40,000 

6 

7 

55,000 

35,000 

7 

7 

60,000 

7 

8 

110,000 

60,000 

8 

8 

90,000 

8 


Table 4: Colors of the Schools 
of Magic 


Specialist 

School 

Spell Effect Coloration 

Opposition School* 

Abjurer 

Abjuration 

Green 

Alteration 

Transmuter 

Alteration 

Blue 

Abjuration, Necromancy 

Conjurer 

Conjuration/Summoning 

Orange 

Divination 

Diviner 

Divination 

White/Pearl 

Conjuration/Summoning 

Enchanter 

Enchantment/Charm 

Magenta 

Invocation 

Illusionist 

Illusion 

Multicolored 

Necromancy 

Invoker 

Invoation 

Red 

Enchantment/Charm, Conjuration/Summoning 

Necromancer 

Necromancy 

Ice/Blue 

Illusion 


* The opposition schools are the schools of magic that the specialist cannot 
comprehend or cast spells from. 


(^ate 
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Tables 5a-c: Spell Progression 


5a. Wizard 
level 

1 

2 

3 

4 

5 

6 

7 

8 

9 

1 

1 

- 

- 



- 



. 

2 

2 

- 

- 







3 

2 

1 

■ 







4 

3 

2 

- 







5 

4 

2 

1 







6 

4 

2 

2 







7 

4 

3 

2 

1 







Note; Specialist WiZctrds get one extra S|x?U per level but are prc^hibited from 
learning spells of their opposition schools (see spell descriptions and Table 4 for 
opposing schools). 


5b. Priest / 


Druid Level 

1 

2 

3 

4 

S 

6* 

7** 

1 

1 

. 

- 




. 

2 

2 

- 

- 





3 

2 

1 

. 





4 

3 

2 

. 





5 

3 

3 

1 





6 

3 

3 

2 





7 

3 

3 

2 

1 




8 

3 

3 

3 

2 


. 



Note: Priests with high Wisdom recieve additional si^ells. 
*usable by priests with 1 7 or greater wisdom 
** usable by priests with 18 or greater wisdom 


5c. Bard 


Level 

1 

2 

3 

4 

5 

6 

1 

- 

- 





2 

1 

. 





3 

2 

- 





4 

2 

1 





5 

3 

1 





6 

3 

2 





7 

3 

2 

1 




8 

3 

3 

1 
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Table 6: Melee Weapons 


Weapon 

1 or 2 handed 

Type' 

Speed Factor^ 

Damage 

Usable by^ 

Arrow 

- 

P 

- 

1-6 

- 

Bolt 

- 

P 

- 

l-IO 

- 

Battle Axe 

1 

S 

7 

1-8 

F.R.P.B 

DagBer/Throwing Dagger 

1 

P 

2 

1-4 

F.R.P.T.B.M.D 

Club 

1 

b 

4 

1-6 

F,R,P.T,B,C,D 

Hail 

1 

b 

7 

i-6+l 

F.II.P,B.C 

Mace 

1 

b 

7 

I-6-I-I 

F,R,P,B,C 

Throwing Axe 

1 

s 

4 

1-6 

F.R.P.B 

Morning Star 

1 

b 

7 

2-8 

F.R.P.B.C 

Dart 

1 

P 

2 

1-3 

F.ILPpHJ,BeD 

Halberd 

2 

p/s 

9 

MO 

F.R.P.B 

Quarterstaff 

2 

b 

4 

1-6 

F,B.P,T.B,C.D 

Sling Stone 

1 

b 

. 

1-4+1 

- 

Bastard Sword 

1 

$ 

8 

2-8 

F.B.P.B 

Long Sword 

1 

s 

5 

1-8 

F.R.P.T.B 

Short Sword 

1 

P 

3 

1-6 

F.R.P.T.B 

War Hammer 

1 

b 

4 

1-4+1 

F,R.P,B 

Spear 

2 

P 

6 

i-6 

F.R,P.B.D 

Two-Handed Sword 

2 

s 

10 

MO 

F.R.P.B 


s = Slasliing p = Rcrclng b = bludgeoning 
'*£ighter. Banger. Ecdadin. Cleric. Oniid. Iliief. fiiird. Muge 
*Set* Tal)le 7 for information on “ranged" or “missile" weapons 


Table 7: Ranged Weapons 


Weapon 

1 or 2 handed 

ROF' 

Speed Factor 

Bonus to Hit 

Bonus to Damage 

Usable By 

Composite Long Bow 

2 

2 

7 

+1 

+2 

FeRpP 

Long Bow 

2 

2 

8 

+1 

- 

F.R.P.B 

Short Bow 

2 

2 

6 

- 

- 

F.R.P.T.B 

Dagger/Throwing Dagger 

1 

2 

2 

- 

- 

F,R,P,M,B,T 

Throwing Axe 

1 

1 

4 

- 

- 

F,R.P 

SHng 

1 

1 

6 

- 

- 

F.R.PJ,B,C.D,M 

Darts 

1 

3 

2 

- 

- 

F.R.P.T.B.M.D 

Heavy Crossbow 

2 

1 

10 

- 

+2 

F.R.P.B 

Light Crossbow 

2 

1 

7 

- 

- 

F.R.P.B 


' ROF is Rate of Fire. This is the number of times per combat round that the weapon can be used. 
^Bgliter. Banger. Ectladin. Cleric. Druid. Ihief. Biird. Mage 
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Tables 8a-b: Armor 

8a. Armor Types 


Armor 

Armor Class 

Usable By 

Buckler 

(-1 modifier)* 

F.R.PJ,B.C,D 

Small Shield 

(-1 modifier)* 

F,R.P.C 

Medium Shield 

(-1 modifier)* 

FAP.C 

Large Shield 

(-1 modifier)* 

F.R,P.C 

Leather 

8 

F,R.PJ,B,C,D 

Studded Leather 

7 

F.R,P.T,B,C,D 

Chain mail 

5 

F.R,P,B.C 

Splint mail 

4 

F.R,P,C 

Plate Mail 

3 

F,R.P,C 

Full Plate Armor 

1 

F,R,P.C 


*Some sliields are heavier than others and they offer increasingly better protection Here are 
the effects of stiields in the game: 

Buckler: gives a - I to Armor Class but does not protect against missile or piercing weajx)ns. 
Small Shield: gives -1 to Armor Class, but it does not protect against missile weapons. 
Medium Shield: gives - I to Armor Class 

Large Shield: gives -1 to Amior Class and -2 against missile weapons 


8b. Armor vs. Weapon Types 


Armor 

Slashing 

Piercing 

Bludgeoning 

Leather armor 

0 

+2 

0 

Studded Leather 

-2 

-1 

0 

Chain mail 

■2 

0 

+2 

Splint Mail 

0 

-1 

■2 

Plate Mail 

-3 

0 

0 

Full Plate 

1 -4 

■3 

0 
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Tables 9a-b: Reputation/Reactions 


9a. Starting Reputation 


Alignment 

Starting Reputation 

Lawful Good 

12 

Neutral Good 

II 

Chaotic Good 

II 

Lawful Neutral 

10 

Neutral 

10 

Chaotic Neutral 

10 

Lawful Evil 

9 

Neutral Evil 

9 

Chaotic Evil 

8 


9b. Effects of Actions on Reputation 


Reputation 

Level 

Killing an 
innocent 

injuring an 
innocent 

Stealing 

Killing a 

Flaming Fist soldier 

Giving money 
to the church* 

20 (hero) 

-10 

-2 

-1 

-10 

- 

19 

-10 

-2 

-1 

-10 

- 

18 

-9 

-2 

-1 

-9 

_ 

17 

-8 

-1 

-1 

-9 

-l-l (500) 

16 

-7 

-1 

-1 

-9 

+ 1 (400) 

15 

-6 

-1 

-1 

-8 

+ 1 (300) 

14 

-5 

-1 

-1 

-8 

+ 1 (300) 

13 

-5 

-1 

-1 

-7 

+ 1 (200) 

12 

-5 

-1 

-1 

-7 

+ 1 (200) 

II 

-4 

-1 

-1 

-6 

+ 1 (100) 

10 (start) 

-4 

-1 

-1 

-6 

+ 1 (100) 

9 

-3 

-1 

-1 

-5 

+ 1 (100) 

8 

-2 

-1 

0 

-5 

+ 1 (100) 

7 

-2 

-1 

0 

-4 

-H (100) 

6 

-2 

-1 

0 

-3 

+ 1 (200) 

5 

-2 

-1 

0 

-2 

+ 1 (200) 

4 

-1 

0 

0 

-2 

+ 1 (200) 

3 

-1 

0 

0 

-1 

+ 1 (300) 

2 

-1 

0 

0 

-1 

+ 1 (400) 

1 (villain) 

0 

0 

0 

0 

+ 1 (500) 


‘The numbers in piventheses indicate the amount of gold pieces tfiat must be 
donated in order fo increase reputation. 
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9c. Reputation Reaction Acyustments 


Reputation 

Effect 

20 

The party receives a +4 reaction adjustment 

18-19 

The party receives a +3 reaction adjustment 

16-17 

The party receives a +2 reaction adjustment 

14-15 

The party receives a +1 reaction adjustment 

8-13 

No adjustment 

7 

The party receives a -1 reaction adjustment 

6 

The party receives a -2 reaction adjustment 

5 

The party receives a -3 reaction adjustment. The party receives a -6 
reaction adjustment. Whenever the party enters a new area, there 
will be a 1 0% chance of a group of the Flaming Fist spawning in and 
moving toward the party. 

4 

The party receives a -4 reaction adjustment. The party receives a -6 
reaction adjustment. Whenever the party enters a new area, there 
will be a 20% chance of a group of the Flaming Fist spawning and 
moving toward the party. 

3 

The party receives a -5 reaction adjustment. Whenever the party enters a 
new area, there will be a 30% chance of a group of the Flaming Fist 
spawning and moving toward the party. 

2 

The party receives a -6 reaction adjustment. Whenever the party enters a 
new area, there will be a 50% chance of a group of the Flaming Fist 
spawning and moving toward the party. 

1 

The party receives a -7 reaction adjustment. Whenever the party enters a 
new area, a group of warriors will spawn and move toward the party. 

0 

The player can no longer buy items. Whenever the party enters a new 
area, a group of warriors will spawn and move toward the party. The 
player always receives a hostile reaction from NPC's. 
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9d. NPC Reactions Toward Reputation 



ALIGNMENT 

Reputation 

Good 

Neutral 

Evil 

1 

Break 

Break 

Happy 

2 

Break 

Angry 

Happy 

3 

Angry 

Angry 

Happy 

4 

Angry 

Unhappy 

Happy 

5 

Angry 

Unhappy 

Happy 

6 

Unhappy 

Neutral 

Happy 

7 

Unhappy 

Neutral 

Neutral 

8 

Unhappy 

Neutral 

Neutral 

9 

Neutral 

Neutral 

Neutral 

10 

Neutral 

Neutral 

Neutral 

II 

Neutral 

Neutral 

Neutral 

12 

Neutral 

Neutral 

Neutral 

13 

Happy 

Neutral 

Unhappy 

14 

Happy 

Neutral 

Unhappy 

15 

Happy 

Neutral 

Unhappy 

16 

Happy 

Neutral 

Angry 

17 

Happy 

Neutral 

Angry 

18 

Happy 

Neutral 

Angry 

19 

Happy 

Unhappy 

Break 

20 

Happy 

Unhappy 

Break 


CSate 
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9e. Reputation Effect on Item Cost 


Reputation 

Percentage cost of 
item from base cost 

20 

-50% 

19 

-40% 

18 

-30% 

17 

-20% 

16 

-10% 

15 

10% 

14 

Neutral 

13 

Neutral 

12 

Neutral 

II 

Neutral 

10 

Neutral 

9 

+ 10% 

8 

+20% 

7 

+20% 

6 

+30% 

5 

+40% 

4 

+50% 

3 

+ 100% 

2 

Store will not 
sell items 
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Dee Bradly Bctker 

Dian Pershing 

Ed Gillx*rt 

Eril Boen 

Frank Welker 

Gregg Berger 

Grey Delisle 

Hamilton Camp 

Hidi Shannon 

Jane Signer 

Jason Marsdn 

Jeff Bennett 

Jennifer Darling 

Jennifer Hale 

Jim Cummings 

Jim Meskimen 

Jolm Mariano 

Melissa Disney 

Michael Bell 

Michael Gough 

Rob Paulsens 

Kevin Michael Richerdson 

April Winchell 

VO Engineer 
Julian C(X)k (Marc Graue 
Studio) 

VO editors 
Frank Szick 
Kevin Frayser 


Audio Mastering 
Craig Duman 
Tom Baker (Oasis) 

Re-Recording Mixer 
Charles Deenen 

Audio Administration 
Gloria Soto 


Mixed in 


at Interr^Iay. 

Tlianks to Shannon Wood 
from the Renaissance I-air f 
showing us around the fair. 

Video Services 
provided by 

Dave Cravens 
Stephen Miller 
Bill Stoudt 
Dan Williams 

Special Thanks 

(Written by Chris Parker) 

Marcus Hopkins - 3D Labs 

Joe Kreiner - Cyrix 

Cfiris Cox and Kevin Spross - STB 

Brian Bmnning - 3Dfx 

John Carsey - S3 

Brett Schnepf and Matt Ployhar • Microsoft 

Jason Della Rocca - Matrox 

Jay Stock! - nVidia 

Steve Cox and Greg Rusu - AMD 

Toby I lerman (Leviticus) and BG Chronicles 

Our other fan sites: Withoiit your support we'd be lost. Thanks guys, 
you all kick ass. 

Mr. Ed Zeschuk (and Coca Cola!) 

Summer Students: Graham '\Vhat flavor Squishy?" Jahns, Gautam Karnik 
Brian Moore and the Industrial Research Assistance Prograin (IR AP) 
National Research Council of Canctda, for funding assistance in the 
development of this game (for Bioware). 

...and to the following (non BG team) folks at Interplay: 

Reg Arnedo. Chris Avellone. Jeremy Barnes. "Jfinite". Julian Ridley, 
Genevieve Ostergard. Jennifer Hendrix. Chuck Camps. Margo Engel. 

Polly Tracy, John Wunder. Mike Pacholik, Paul Edelstein. John Price. 

Kyle Shubel. and Aaron Brown. 
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SURROUND 


http://www.interplay.com 

Grand Webmaster 
Robert Tlie Innkeeper" 
Berzins 

Web Coordinator 
Ingrid "Frenzie" Moon 

Lead Designer 
Gcirett "Jonny Finite" 
Barnes 

Assistant Webmaster 
Chad "Agnostik" Schroeder 

Lx)calizations 

Localization Coordinator 
Neil McKenna 
(Inteq^lay Euro|)e) 

Localization Assistance 
Tom Decker 
(Inten)lay US) 

Localization Technicians 
Justine Anacreonte 
(Interplay Europe) 


Natalija Benjovski 
(lnter|3lay Euro[)e) 

Andr^ Horn 
(Inten)lay Europe) 

Rafael Lopez 
(Interplay US) 

(Foreign) Audio Recorded by 
SPG Studios. Burl)ank. CA 


Creative Services 

Traffic Manager 
Juiie Anne Garcia 

Senior Graphic Designer 
Trade D. Martin 
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INTERPLAY LIMITED 90 -DAY WARRANTY 


Interplay warrants to the original purchaser of this Interplay ProductionsT^« product that 
the compact disc or floppy disk(s) on which the software programs are recorded will be 
free from defects in material and workmanship for 90 days from the date of purchase. IF 
the compact disc or floppy disk(s) is found defective within 90 days of original 
purchase. Interplay agrees to replace, free of charge, any product discxwered to be 
defective within such period upon receipt at its factory service center of the product, 
postage paid, with proof of the date of purchase. This warranty is limited to the 
com|3act disc or floppy disk(s) containing the software program originally provided by 
Interplay and is not appliccible to nonnal wear and tear. This shall be void if the defect 
has arisen through abuse, mistreatment, or neglect. Any implied warranties applicable 
to this product, including warranties of merchantability and fitness for a particular 
puri30se are disclaimed. Interplay disclaims all responsibility for incidental or 
consequential dameiges. 

Some states do not allow limitations as to how long an implied warranty iasts and/or 
exclusions or limitations of incidental or consequential damages so the above limitations 
cind/or exclusions or lic\bilit>' may not apply to you. This warranty gives you specific 
riglits. and you may also have other rights which vary from state to state. 


LIMITED WARRANTY 

If the compact disc or floppy disk(s) should fail after the original 90-day warranty pericxi has 
expired, you may return the software program to Interplay at the address noted below with a 
check or money order for $5.00 (U.S. currency), which includes postage and handling, and 
Interplay will mail a replacement to you. To receive a replacement, you need to enclose the 
original defective compact disc or floppy dlsk(s) in protective packaging accompanied by: ( 1 ) 
a $5.00 check or money order, (2) a brief statement describing the defect, and (3) your 
return address. If you have a problem with your software, you may wish to call us first at 
(949) 553-6678. If your compact disc is defective and a replacement is necessary. U.P.S. or 
registered mail is recommended for returns. Plecise send the defective dlsc(s) only (not the 
box) with a description of the problem and $5.cx) to: 

Warranty Replacements 

IntertDlay Productions • 16815 Von Karman Avenue • Irvine. CA 92606 


COPYING PROHIBITED 

This software prcxluct and the manual are copyrighted and all rights are reserved by 
Interplay Productions and are protected by the copyright laws that pertain to computer 
software. You may not copy the software except that you may make one copy of the 
software solely for backup or archival pur|;x)ses. You may not loan, sell. rent, lease, give, 
sub license, or otherwise transfer the software (or any copy). You may not modify, adapt, 
translate, create derivative works, decompile, disassemble, or otherwise reverse engineer 
or derive source cixie from all or any portion of the software or anything incorporated 
therein or tx'imit or encourage any third party to do so. 

Notice: Interplciy reserves the right to make modifications or improvements to the product 
descril)ed in the manual at any time and without notice. 


SOFTWARE USE LIMITATIONS AND LIMITED LICENSE 

This copy of Baldur’s Gate (the Software) is Intended solely for your personal 
nonctimmercial home entertainment use. You may not decompile, reverse engineer, or 
disassemble the Software, except as permitted by law. Interplay Productions and Cetasoft 
retain all right, title and interest in the Software including all intellectual property rights 
embodied therein and derivatives thereof. The Software, including, without limitation, all 
code, data structures, characters, images, sounds, text, screens, game play, derivative 
works and all other elements of the Software may not be copied, resold, rented, leased, 
distributed (electronically or otherwise), used on pay-per-play, coin-op or other for-charge 
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basis, or for any commercial purpose. Any permissions granteci herein are provided on a 
temporary basis and can be withdrawn by Interplay Productions at any time. All rights not 
expressly granted are reserved. 

Modem and Network Play: If the Software contains modem or nehvork play, you may play 
the Software via modem transntissic^n with another person or persons directly without 
transmission through a third part>' service or indirectly through a third party service only if 
such service is an authorized licensee of Interplay. For the purposes of this license, a third 
party service refers to any third party service which provides a connection between two or 
more users of the Software, manages, organizes, or facilitates game play, translates 
protocols, or otherwise provides a service which commercially exploits the Software, but 
does not include a third party service which merely provides a telephonic connection (and 
nothing more) for modem or network play. Authorized licensee services Eire listed on the 
Interplay Productions World Wide Web Site located at http://www.interplay.com. This 
limited right to transmit the Software expressly excludes any transmission of the Software 
or any data streams thereof on a commercial basis, including, without limitation, 
transmitting the Software by way of a commercial service (excepting those specific 
commercial services licensed by Interplay) which translates the protocols or manctges or 
organizes game play sessions. If you would like information about obtaining a pay-for-play 
or commercial license to the Software, please call Interplay Productions in the US at (949) 
553*6655. 

Acceptance of License Tenns: By acquiring and retaining this Software, you assent to the 
terms and restrictions of this limited license. If you do not accept the temis of this limited 
license, you must rekim the Software together with all packaging, manuals and other 
matericil contained therein to the store where you acquired the Software for a kill refund. 
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INTERPLAY WEBSITE 


Welcome to the Interplay Web! As a company dedicated to providing 
innovative high-ciuality interactive entertainment software, we are always 
striving to stay as close as possible to the leading edge of technology. 

This Web site is the latest example of our ongoing effort to provide a 
wealth of information and opportunities to you. 

As a company of fanatic gamers, we love the idea of gamers all over the 
world tapping into cyberspace to see. touch and feel our latest games. No 
hype no marketing campaign; just great games. To make it work, our 
goal is to keep this site fresh and new. to make it a place where you can 
tell US what you like about our games... and what you don’t like cibout 
them. So use the feedback options on these pages and sound oft. 

Enjoy your visit in our Web site, explore all the different areas we have to 
offer and come back soon. Check us out in the weeks and months ahead: 
we wili be introducing new and exciting areas for you to expenence. 

Once again, welcome. 


Brian Fargo 
C.E.O. 


interplay’s World Wide Web site is an Internet service designed to give 
you the latest information about Interj^lay and our products. 

This site features our demos, upgrades, product information and ordering 
information. 


How to get there 

From your internet account, 
point your favorite browser to: 

WWW. interplay, com 
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